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COPYRIGHT INFORMATION 

The following are Original Musical compositions written and orchestrated by Fred 
Werner. Copyright 1990 by Cats Eye Productions, Inc. and The Software Toolworks, 
Inc. All rights reserved. 

Journey, Northwood, For Laura, Sad Story, Woodbird, Treble Explorer, Sharps 
'n Flats, Treble Teaser, Black & White, For Denise, Dots, Eighty Eight, For 
Jessica, Tbp Ten, Carefree, Gina's Lament, Rose Bud, Bull Frog, Chimp, 
Chopstick, Space Cadet, Frightnight. Channel 11, Toccata, Renaissance, For 
Ana, Clouds, Technotron. 

The following music is used with permission: 

"LETS GO CRAZY" 

(Prince Nelson) 

© 1984 CONTROVERSY MUSIC 

All Rights on behalf of CONTROVERSY MUSIC for the U.S.A. & Canada 

Administered by WB MUSIC CORP. 

All Rights Reserved. Used By Permission. 

"STAR WARS" 

(John Williams) 

© 1977 WARNER-TAMERLANE PUBLISHING CORP. 

All Rights Reserved. Used By Permission. 

"HOUND DOG" 

(Jerry Leiber, Mike Stoller) 

© 1956 GLADYS MUSIC & MCA MUSIC PUBLISHING (Renewed) 

All Rights on behalf of GLADYS MUSIC for the USA Administered by CHAPPEL 

&CO. 

All Rights Reserved. Used By Permission. 

"MY FUNNY VALENTINE" 

(Lorenz Hart, Richard Rodgers) 

© 1937 CHAPPEL & CO. (Renewed) 

All Rights Reserved. Used By Permission. 

"PUFF (THE MAGIC DRAGON)" 

(Peter Yarrow, Leonard Lipton) 

© 1963 PEPEMAR MUSIC CORP. 

All Rights Reserved. Used By Permission. 

The photographs in the section "History of the Piano" are used by permission of THE 
BETTMAN ARCHIVE. 

The Software Tbolworks is a registered trademark and Miracle and Miracle Piano 
Teaching System are trademarks of The Software Toolworks, Inc. 

Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of 
America Inc. 
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Getting Started 



Getting Started 



Welcome to the Miracle Piano Teaching System! 

You are about to take a complete beginner's piano course. In the months to come, your 
Nintendo Entertainment System (NES) will provide hundreds of lessons to teach you 
every aspect of playing piano. 

These lessons will be tailored to your individual needs. The Miracle listens to your 
playing, identifies problem areas, and provides special exercises to overcome them. 

In the process, youll play many different types of music, including Classical, Jazz, and 
Rock & Roll. 




How Long Does the Course Take? 

People learn at different rates. 

An average student with no prior musical knowledge should complete the course in six 
to twelve months. After that time, you will be able to: 

■ Read music notation 

■ Play with two hands using chords and common rhythms 

■ Learn new pieces of music on your own 

■ Perform with other musicians 
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What's In the Package 

Your Miracle Piano Teaching System package consists of the following: 

■ The Miracle Keyboard 

■ Keyboard Overlay 

■ Foot Pedal 

■ Earphones 

■ Keyboard Power Supply 

■ Miracle Cable (for connecting the Keyboard to your NES) 

■ The Miracle Cartridge 

■ This Manual 

■ Warranty Registration Card 
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Contents of the Miracle Box 



Please fill out and mail your warranty registration card right away. 
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Where to Set Up the Miracle 

Ideally, locate the keyboard (and the NES) where you can sit comfortably with your feet 
on the floor, and with the TV directly in front of you. The TV should not be higher, 
lower, or off to the side. There should be enough counter space for this manual. 

A desk is a good place. Other good places include card tables and keyboard stands. The 
kitchen table works too, although you may need to sit on a phone book or pillow so your 
arms are at the right height. Avoid the living room coffee table if possible. It will give 
you backaches, and your feet can't rest flat on the floor. 

No matter what table you use, position the Miracle keyboard at the edge nearest you. 
That way, you don't have to stretch to reach the keys. 




Where to Position the Keyboard 
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Connecting the Miracle 



Once you've found a place for the Miracle keyboard, setting it up is easy: 

1. Plug the wide connector on the Miracle cable into the "Miracle Port" on the 
back of the keyboard. Plug the other end into Controller Port # 1 on the 
NES. Don't use the #2 Port. It won't work. 



* 




Rear Connectors on the Miracle Keyboard 

IMPORTANT: Do not plug ANY cable other than the Miracle Cable into the Miracle 
Port. Doing so can severely damage the Miracle and will void your warranty. 

2. Connect an NES game controller to Port #2 on the NES. 

3. Plug the keyboard power supply into the wall, and then into the "Power" 

connector on the back of the keyboard. The On/Off switch is next to the 
power connector. 

4. Turn the Miracle keyboard on. The instrument and volume indicators will 

light up. Make sure that sound comes out of the built-in speakers when 
you strike a key. Adjust the volume as necessary. 



MIRACLE 
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The Top of the Keyboard 

The foot pedal is not used until later lessons. Don't worry about connecting it now. 

Information about the foot pedal, earphones, audio connectors (for playing the Miracle 
through your stereo) and MIDI is in a section entitled About The. Keyboard at the back of 
this book. 
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Starting the Program 

lb start learning with the Miracle, insert the Miracle cartridge into the NES and turn 
on the power. Press the "SELECT" button to get past the title screens. 





P 





r 5 



















Getting Started 



Getting the Most from Your Miracle 



Getting the Most from Your Miracle 



With a little bit of patience, dedication, and regular practice, you'll soon be playing 
piano. The Miracle helps you every step of the way, providing Lessons that make 
learning and practicing fun. lb get the most out of these Lessons: 

■ Practice a little every day. You don't need to spend hours and hours. 45 minutes to 
an hour is ideal. Even 15 minutes of practice is better than none at all. Youll learn 
to play sooner by practicing regularly. 

■ At first, you'll feel like doing as many Sections as you can before you get bored or 
tired. That's okay, but you will learn sooner if you completely master the Lessons of 
one Section before proceeding on to the next. To do so, try using the Miracle like this; 

1. Complete a Section. 

2. Go to the Practice Room and play all of the pieces from that Section until 
you can do them really well. (You'll learn about the Practice Room later.) 

3. Redo the Section, just to make sure you've got it right. If you've practiced 
enough, the second time through won't take long at all! 

4. Go on to the next Section. 

■ There may be times when you can't seem to get through a Lesson, and begin to think 
"111 never get this!" This happens to everybody, and usually means that it's time to 
give your mind a rest. Play some music you already know, play another NES game, 
or get away from your NES entirely. Remember, if you don't get it now, you will get 
it eventually: an hour from now, tomorrow, or next week. 

■ Use the Practice Room. It is often easier (and less frustrating) to work on the more 
challenging pieces there than it is to repeat Lessons. With all of the Miracle's Ac- 
tivities available, you can practice in a wide variety of ways. For example, if you're 
having trouble with the right hand notes in La Bamba, select Right Hand practice 
and work in either the Shooting Gallery or Practice Notes. If you're having trouble 
coordinating both hands in Star Wars, select Both Hands practice and work in Prac- 
tice Rhythms or with Roboman. 

The Practice Room also contains many pieces not used in the Lessons. To learn any 
piece by using only the Practice Room, first learn the left hand rhythms, then learn 
the left hand notes, and then play the entire left hand part with the Toolworks Or- 
chestra. Next, repeat this three-step procedure with your right hand, and then 
repeat it again with both hands. 

■ When learning rhythms, use Roboman at first. As you get better, switch over to 
Practice Rhythms. If you make too many mistakes and want to start again, press 
the M B" button on the NES Controller. You might also try listening to the rhythm of 
the piece by selecting Demonstrate the Piece. 
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When learning pitches, use the Shooting Gallery at first. When you can hit most of 
the ducks with the first shot, switch over to Practice Pitches. Take all the time you 
need, but try to keep in mind the rhythms you already learned. 

If you have trouble when using the Toolwooks Orchestra, don't be afraid to take a 
few minutes to go back to Practice Pitches or Practice Rhythms. 

In the later part of the course, expect to find Sections that take a week or more to get 
through. These Sections are designed to sharpen your skills and are intentionally 
more challenging. They take time to master, so don't get discouraged. With prac- 
tice, you'll get it! 

Read this book as you go along. It contains a description of each lesson, with hints 
on how to work around problems. It also provides a lot of interesting facts that you 
won't see on your Nintendo screen. 




Special Note to Parents 



The Miracle Piano Teaching System works well with children age eight and up. 
Pre-teens, however, may need help reading the lessons, or learning how to position their 
fingers over the keys. 

This is an excellent opportunity for you to get involved with your child's Nintendo play. 
If you don't already know how to play piano, you might enjoy taking the course along 
with your child. Youll find it especially rewarding for the two of you to learn a creative 
skill together. 

Your child will progress fastest when practicing is viewed as a fun thing to do. The best 
way to encourage this attitude is to set a definite time each day for practice, and then 
show an interest in your child's progress at the end of that time. When your child sees 
you excited about his or her progress, it inspires your child to make more progress. This 
works especially well during activities in which the Miracle adds accompaniment to your 
child's performance. 




Special Note to Teachers 

The Miracle can enhance your teaching by providing forms of practice that are possible 
only with a computer (the Nintendo): 

■ Pointers give a visual what to play that builds music reading confidence. 

■ Pitch Practice activities advance pointers to new notes only when the correct pitch is 
played. 

■ A properly adjusted metronome continuously reinforces good rhythm. 
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■ Rhythm Practice activities play the proper pitches regardless of which key is 
pressed. This lets the student be an active participant in having the piece partially 
demonstrated. 

■ The duck game and Roboman make practicing more fun while encouraging develop- 
ment of note reading and rhythm skills. 

■ Special exercises help students overcome specific problems. These are given as 
needed, when the Miracle senses trends of errors during a practice session. 

■ Different display formats provide variety and enable students to concentrate on 
specific aspects of a piece. 

■ Practice is constantly varied and fun, so students tend to practice more, and more 
regularly. 

As the teacher, these tools can provide an effective way to speed the progress of your 
students. This gives you more time to focus on: 

■ Maintaining good hand position. 

■ Phrasing and tapering of phrases. 

■ Rubato or subtleties in the tempo. 

■ The art of pedaling. 

Note that the pedal that connects to the Miracle is a damper pedal (sometimes this 
pedal is imprecisely called a "sustain" pedal). Its use is introduced briefly in the later 

Lessons. 




For Those With Previous Piano Experience 

Players with experience often find the Miracle course an excellent and enjoyable way to 
refresh their memory and improve their playing skills. However, because the Miracle is 
designed to teach music to absolute beginners, experienced players will be able to speed 
through the initial lessons. 

We recommend that you complete the first two Sections, to get the feel of how the 
system works. Then skip ahead as far as you think necessary. Each Section of the 
course is described later in this book. Use these descriptions to determine where you 
should start the course. 

The interactive nature of the Miracle lets it teach piano using unique, new techniques 
that only a computer (your Nintendo) can provide. You'll find learning with it quite 
different from a course presented by traditional instructors, although all of the elements 
of a traditional course are there. 

These elements are sometimes presented in a different order than they are in traditional 
courses. As a result, you might find an occasional lesson that covers things you already 

know. 






Getting the Most from Your Miracle 



About the Miracle Keyboard 

The Miracle keyboard does not need to be connected to the Nintendo to operate. In fact, 
you'll find it an excellent stand-alone keyboard that offers a wide variety of features: 

■ 128 different instrument sounds (patches), each fully accessible from the buttons on 
the top panel. 

■ Sixteen voices. The Miracle can play sixteen different notes simultaneously, in 
stereo. 

■ Velocity sensitive keys. This means that the harder you strike a key, the louder it 
sounds. 

■ MIDI support, enabling you to connect the Miracle to a sequencer, computer, or 
other MIDI compatible device. 

■ Split keyboard function. The left half of the keyboard can sound like one instrument 
while the right half sounds like a different one. 

■ Performance and Library modes, which allow you to play using a combination of the 
many instruments and sound effects. 

lb find out how to use these and other features of the Miracle keyboard, see the section 
entitled About the Keyboard at the back of this book. 
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The Miracle presents music and information to you in a variety of ways, ranging from 
standard sheet music to arcade games. This section identifies each of the different types 
of screens, and explains their use. 




Welcome Screen 






r! 
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When you turn on your Miracle, this is the screen that you see after the titles. From it, 
you tell the Miracle your age and set the Section of Lessons you want to work with. 




The Welcome Screen 

Telling the Miracle Your Age 

The Miracle offers slightly different training for children than it does for adults. The 
material covered is the same, but the text of "Child" format is easier to read. 

Teenagers should press "B" to select the adult text. Pre-teens should press "A". The 
mode you select is highlighted with a yellow dot. 

Choosing a Section 

The Lessons in the course are broken down into 36 Sections. As you begin each day's 
practice, you will want to go back to the Section where you left off. 

The Section where the Miracle will start appears in yellow on the Welcome screen, at 
the lower-left of the arrow keys. 
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The Chalkboard 



Chalkboard screens explain what to do in each Lesson. They also provide interesting 
tnvia related to the matenal in that Lesson, and talk about your progress. 

After reading a chalkboard, youll press a button on your NES game controller to 
continue. Available functions appear at the bottom of the screen. These functions are: 

A Begin the Activity for this Lesson 

B Go back to the previous Lesson 

SELECT Go to the Options Screen. This screen lets you jump between 

Lessons, hear the music for the current Lesson, or go to the 
practice room. The Options Screen is described further below. 
The Section and Lesson number appears at the bottom right corner of the Chalkboard 
When you have finished for the day, this number lets you know where you stopped. Use 
it to return to that Section the next time you use the Miracle. 

SS J«rj, h i aVe dimCU,ty COmpletin S a ^s™' the Miracle provides Chalkboards and 
exercises to help you overcome your problem. These "Oops" Chalkboards do not have 
section and lesson numbers. 



CLCON 

. - TO THE NIMnCL 
TEACHING SYSTEM! 



P I AMO 



THIS IS THE CHALKBOARD. 
WHERE EVERYTHING IS 

EXPLAINED. PRESS THE #1 
BUTTON HHBN VOU FINISH 
READ I NO 1 T, 

VOU CAN ALSO PRESS *»* 
TO GO RACK ONE LESSON, 
OH SELECT FOR A LIST OF 
OTHER THINGS TO OO. 

TRY PRESSING 'A* NOH. 



■ »M6m .»«t«K. ICUC1 - omiohs 



KCFtarifli at 



The Chalkboard 
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Options Screen 




This screen appears when you press "SELECT" from a Chalkboard screen. It provides 
the following options: 



NEXT LESSON 
PREVIOUS LESSON 
WELCOME SCREEN 



PRACTICE ROOM 
LISTEN TO THE PIECE 



CONTINUE 



Jump ahead to the next Lesson. 

Redo the previous Lesson. 

Go to the Welcome screen to change the Section 
number or enter your age. 

Go to the Practice Room. 

Listen while the Miracle demonstrates the 
piece that you're learning to play. After the 
demonstration, you automatically return to the 
Lesson. 

Return to the Lesson where you left off. 



Move the yellow arrow to your selection using the "UP" and "DOWN" arrow keys. Then 
press "A" to go to that selection. 




The Options Screen 
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Activities 



The Lessons employ eight different types of Activities: 

■ Finger Numbers/Note Names 

■ Pitch Practice 

■ Steady Quarters 

■ The Shooting Gallery 

■ Rhythm Practice 

■ Roboman 

■ Sheet Music 

■ Flashcards 

During all Activities except Flashcards, your NES Controller provides the following 
options: 



START 



SELECT 



Restarts the Activity at the beginning. 

Pauses the Activity. Press Start again to resume. 



Returns you to the Chalkboard for the Lesson. 

The Flashcards Activity has special NES Controller options, described below in the 
section on Flashcards. 
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Finger Numbers/Note Names 

This Activity allows you to play without knowing how to read music. It is used only in 
the early Lessons, before musical notation is introduced. 

The green arrow indicates which note to play. A blue "X" under a note means that you 
played that note incorrectly. 

The on-screen keyboard matches the action of the Miracle keyboard. When you press a 
key, the same key on the on-screen keyboard also appears to be pressed down. 

In some Lessons, finger numbers (and occasionally finger names) appear on the keys of 
the on-screen keyboard. 







Finger Numbers & Note Names 
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Pitch Practice 



This Activity teaches the notes and fingering of a piece of music. You'll also use it to 
familiarize yourself with the hand position changes required to play the piece. 

Because the purpose of this Activity is to concentrate on playing the correct notes and 

fingering, no set rhythm for the piece is provided. All notes appear on the staff as hlack 
circles. 

A green finger number appears under the note you must play. This finger number does 
not advance until you play the correct note. 

Grey brackets indicate points in the piece that require a different hand position. 




Pitch Practice 



Steady Quarters 



This Activity is identical to Pitch Practice except that the metronome is turned on This 
is to provide practice in making smooth transitions from one hand position to another. 
During this Activity, play one note per beat. 
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The Shooting Gallery 

This Activity is an arcade-style game that helps you associate keys on the keyboard with 
notes on the staff. 

Ducks swim across the lines and spaces of the staff from right to left. Armed with green 
tomatoes, you must hit each duck by playing the note that it swims across. If you press 
the correct key, the duck quacks and disappears. If you miss, the tomato splats against 
the scale on the note you played. 

The number of throws per duck varies from Lesson to Lesson. That number is displayed 
as a stack of tomatoes at the right side of the screen. 

Note: No matter how many ducks appear on the screen, your tomatoes can only hit the 
duck that is farthest to the left. 





The Shooting Gallery 
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Rhythm Practice 

This Activity is exclusively for practicing rhythms. In it, you tap out rhythms using only 
one key, concentrating on when and for how long you press that key. 

Any single note on the Miracle keyboard may be used with this Activity. However, once 
selected, strike only that one key to tap out the rhythm. 

When tapping out a rhythm to a two-handed piece, select a key on the left half of the 
keyboard for your left hand, and on the right half of the keyboard for your right hand. 

The large numbers on the Rhythm Practice screen represent beats (ticks of the 
metronome). In some Lessons, smaller numbers appear between the larger numbers. 
They represent subdivisions of each beat. 

The yellow arrow moves one beat at a time. Since there may be more than one note per 
beat, this is not necessarily the same as one note at a time. 

The amount of time that you hold each note is indicated by a blue line, a note of a 
specific time value, or both. Notes and lines that appear above the beat numbers are 
played with the right hand. Notes and lines that appear below the numbers are played 
with the left hand. 




Rhythm Practice 
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Roboman 






This Activity teaches you the concepts of rhythm. 

The screen is divided into two sections. The bottom part of the screen works exactly like 
the Rhythm mode screen, except that a blue vertical line replaces the yellow arrow. 

The rest of the screen shows you Roboman: a robot in a piano factory. 

To move through the factory, Roboman must build bridge segments under his treads. 
Otherwise, Roboman crashes to the floor and must start back at the beginning of the 
measure in which he fell. After three falls, he is sent off to the junk heap and the game 
ends. 

Roboman builds bridge segments as long as a key is held down on the Miracle keyboard. 
As he builds, however, he uses up fuel. 

To replenish this fuel, you must make Roboman grab the power plugs that dangle from 
the ceiling. Do this by striking a key as Roboman passes under a power plug. 

A fuel gauge appears at the left side of the screen. When Roboman has a full tank, the 
gauge is blue. As fuel is used, however, the gauge starts turning red. When completely 
red, Roboman is out of fuel. He falls apart and the game is over. 

Note: When Roboman starts up again after falling off a bridge, his fuel is not 
replenished. 

The counter above the fuel gauge has two functions. At the beginning of each run, it 
displays the number of chances Roboman has left to make it through the factory. During 
the run, it displays the number of power plugs Roboman has grabbed. 





Roboman 
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Sheet Music 



This Activity presents music to you exactly as it would appear in sheet music. Sheet 
Music Lessons teach you to combine pitch and rhythm. 

Green arrows indicate which note(s) you should play. 

As you play, the on-screen keyboard shows you which keys you've pressed. 




Sheet Music 
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Flashcards 



Flashcards test your understanding of what you've learned. All questions are multiple 
choice. 

Use the up and down keys on your NES controller to move the on-screen arrow to your 
guess. Then press the "A" button. 

If you guess wrong, use the up and down keys to try a different answer. When you guess 
right, press the "A" button to move on to the next question. 







Flashcards 
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The Practice Room 



In the Practice Room you can practice any piece of music in the course, using the 
different Miracle Activities. It's a good idea to visit here often. Practice sharpens your 
skills so that you can tackle more advanced Lessons. 

You get to the Practice Room from the Options Screen. 
Select a Piece 

When you enter the Practice Room, you'll first see one of three SELECT A PIECE 
screens: 





Practice Room: Select a Piece Menu 

The Level number next to each piece is the Section in which the piece is introduced. 

Using the "UP" and "DOWN" arrows on the NES Controller, position the yellow arrow 
next to the piece you want to practice, or beside *— NEXT SCREEN — n to see a 
different menu of choices. Then press the "A" button to go to your selection. 

Selecting "EXIT and pressing "A" returns you to the Lessons. 
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After selecting a piece, the PRACTICE ROOM menu appears. 




Practice Room: Main Menu 




Hand Indicator 

The line below the words "PRACTICE ROOM" indicates the hand with which you will 
practice. If the piece you selected was from a Lesson in which you used only your right 
hand, this line says "(RIGHT HAND)". Likewise, if the piece was from a left-handed 
Lesson, the line says "(LEFT HAND)". If the piece was from a Lesson that worked with 
both hands, however, you may choose to practice with your left or right hand, or both. 

Use the "SELECT" button to choose which hand to practice with. 



Toolworks Orchestra / Solo Performance 

The name and function of the first selection on the Practice Room menu changes 
depending upon the piece of music you've chosen. 

TOOLWORKS ORCHESTRA appears when the piece is available with full 
accompaniment. This gives you practice playing with others. 

SOLO PERFORMANCE appears when the piece is played in the Lesson without 
accompaniment. If the Miracle played one hand for you in the Lesson, it will also do it 
here. 

The Activity used also depends upon which piece is selected. Finger Numbers I Note 
Names is used with pieces from Sections 1 to 4. All other pieces are presented using 
Sheet Music. 
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Other Activities 

You may also practice only the rhythm or only the notes of a piece by selecting one of the 
other Activities to work in. PRACTICE RHYTHMS selects Rhythm Practice. 
PRACTICE NOTES selects Pitch Practice. Steady Quarters is not available in the 
Practice Room. 

You may also choose ROBO-MAN, SHOOTING GALLERY, or DEMONSTRATE THE 
PIECE. 



Demonstration Mode 

If you don't press an NES Controller button at the title screen, the system goes into 
Demonstration mode. In this mode, the Miracle plays various pieces from the course 
while displaying the different Activities. The word "Demo" appears in blue at the 
bottom of the screen. 

You may also enter this mode from the Practice Room to demonstrate a specific piece, lb 
do this, select DEMONSTRATE THE PIECE from the Practice Room menu. 

Tb exit Demonstration mode, press the "SELECT" button on your NES Controller. 





Quick Reference to Common Commands 

The following are the NES Controller commands that you'll use most frequently 



To Perform This Function 

Restart the Activity 
Return to Chalkboard from an Activity 
Skip to the next Lesson from Chalkboard 
Go to the previous Lesson from Chalkboard 



B 

SELECT 
SELECT, A 
B 
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Section 1 

Starting With The Basics 




What You'll Discover 

Section 1 contains your first twelve Lessons. In these Lessons, you'll learn: 

■ What Middle C is, and where it is on the keyboard 

■ What Finger Numbers are 

■ How to hold your hands and fingers when you play 

■ What Tempo is, and how to play In Tempo 

■ What a Metronome is, and how to use it to play in Tempo 

■ What Lead Beats are and what they're used for 

■ How to play part of a Beethoven symphony 



Middle C 






On every piano keyboard, the black keys come in groups of two and groups of three. The 
white key to the left of each two-note group plays the musical note C There are five C's 
on the Miracle keyboard. 



c C c c c 



The Five C'$ on the Miracle Keyboard 





Middle C is the musical note C that is closest to the center of the keyboard. 

On the Miracle keyboard, Middle C is the white key at the exact center, located one key 
to the right of the Volume LED's. 
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Finger Numbers 



A number identifies each finger on your hand: 

1 - Thumb 

2 - Index Finger 

3 - Middle Finger 

4 - Ring Finger 

5 - Pinky 

These Finger Numbers show you which finger to use to play a specific note. 

In this Section's Lessons, you place each finger on a specific key and keep it there. The 
finger numbers show you which keys to press to play the music in the Lessons. 

Later, you'll use finger numbers to help play more advanced music. 




Holding Hands and Fingers 

In many sports (such as Baseball, Tennis, or even Bullfighting), you hold yourself in a 
position or stance so that you are ready when something happens. Piano playing has a 
"ready" position too. 

To hold your hands and fingers in the "ready" position: 

■ Hold your arms so that they hang comfortably at your side. 

■ Hold your hands so that your wrists are not bent. 





Correct Incorrect 

Holding Your Wrists in the Ready Position 
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Starting With The Basics 



Curl your fingers as if you were holding a tennis ball. Your thumb and index finger 
should form the letter "C. 





Correct 



Incorrect 



Curling Your Fingers to Form a l C 



Your fingers should bend downward toward the keys from your knuckles. 





Correct 



Incorrect 



Bending Your Fingers Downward 



This ready position helps improve your playing by giving you better control with less 
effort. Do not worry if the ready position seems awkward at first. With practice, the 
position becomes natural. 
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As you play, be especially aware of your wrist. It should act as a shock absorber between 
your hand and your arm. Avoid sudden shifts and twists, and try always to return to a 
level ready position. 

If you have trouble, the Penny Test might help. Place a penny on the back of your hand, 
between the knuckles and the wrist. Then start to play. When you play with proper 
hand and finger position, the penny won't fall. 





The Penny Test 



Tempo 



Tempo is the speed that you play. To play in tempo means to play without accidentally 
slowing down or speeding up. 

With the Miracle, you'll play new pieces at a slow tempo to become familiar with them. 
As you progress, the Miracle increases the tempo, speeding up your performance. 



The Metronome 

The Metronome is a device that makes evenly spaced tick sounds, which musicians call 
beats. These beats help you keep in tempo. 

In many Lessons, the Miracle turns on its built-in metronome to help you keep in tempo. 

The first metronome was built in Amsterdam around 1812 by Dietrich Nikolaus Windel. 
Only five years later, famous composer Ludwig Van Beethoven used metronome 
markings when publishing his first eight symphonies. 
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Oddly enough, many of Beethoven's specified tempos are too fast for humans to play. 
Many conductors today believe that Beethoven used a broken metronome, or that his 
published markings were wrong. 






Lead Beats 

Lead (rhymes with feed) Beats are the series of ticks you hear on the metronome before 
you start to play. They provide the tempo to play at, before you begin. 

Many Rock songs begin with lead beats, either as drum beats, or as a band member 
shouting "One, two, three, four..." 

Each metronome Lesson in this Section begins with four lead beats. Later, you'll run 
into music that uses two, three, or even six lead beats. 



Ode to Joy 



This Section teaches you to play the composition Ode to Joy. Ode to Joy was originally 
written as a poem by a man named Joseph Schiller. Beethoven was so moved by the 
poem that he built his greatest work around it. This work, Beethoven's ninth (and last) 
symphony, took fifteen years to write, and in its time, was the largest symphony ever 
written. The full orchestration requires a complete orchestra (which some conductors 
sometimes double), a full choir, and an operatic lead. 

Beethoven personally conducted the first performance of his symphony — at a time when 
he was completely deaf! After it ended, a performer turned Beethoven around to receive 
a standing ovation. 



Section 1 - The Lessons 



01.01 



— 01.02 



01.03 



— 01.04 



WELCOME - Introduces the Chalkboard and the use of the Nintendo Game 
Controller with the Miracle. 

FINDING MIDDLE C - Introduces Middle C on the Miracle Keyboard. Use the 
on-screen picture of the Miracle keyboard if you have trouble finding Middle C. 

PLAYING BY NUMBERS - Introduces Finger Numbers. It's important here to get 
into the habit of using the correct fingers in one hand position. This habit pays off 
later when the music becomes more challenging. 

NUMBER PRACTICE - Exercise in playing music with Finger Numbers. As you 
play, concentrate on the numbers at the top of the screen. Use the on-screen 
keyboard if you get out of position. 
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01.05 



01.06 



01.07 



01.08 



01.09 



01.10 



01.11 



01.12 



FINGER SHAPE - A repeat performance of the tune from Lesson 1.04. This time 
concentrate on keeping your fingers in the ready position. 

THE METRONOME - Introduces and demonstrates this valuable tool. Notice that 
the Miracle plays its notes at exactly the same time as the metronome ticks. 

NOTE: The metronome plays through the speaker in your television. If you don't 
hear the metronome clearly, adjust the volume of your TV. 

YOUR TURN - Exercise on playing in time with the metronome ticks. Listen 
carefully to the four lead beats to get the correct tempo (speed). If this Lesson gives 
you trouble, try doing it without looking at the screen. Just use your ears and your 
own sense of timing to know when to press the keys. 

ROBOMAN - An arcade game to practice keeping in tempo. While the metronome 
ticks, Roboman rolls down the piano factory corridor. At each tick where Roboman 
passes under a power plug, press a key to extend him to the plug to get fuel At the 
same time, he'll build a bridge that lets him move forward. If you don't press a key 
in time, Roboman crashes to the floor below. 

FINGER PRACTICE - Another performance of the tune from Lesson 1.04, but now, 
in time with the metronome. Place your thumb on Middle C and your other fingers 
on the next four white keys to the right. After the four lead beats, follow the finger 
numbers at the top of the screen to play. 

YOUR FIRST SONG - Using Finger Numbers, you play Ode to Joy from Beethoven's 
ninth symphony. The metronome is turned off, to let you concentrate on the melody. 
Practice this Lesson until you have a feel for the notes. Press the "B" button to 
repeat the Lesson. 

BEETHOVEN PRACTICE - Playing Ode to Joy with the metronome turned on. If 
you know Beethoven's version, you may notice that the Miracle's rhythm is slightly 
different. If you stumble because of this, try concentrating on the metronome tick. 
Remember to play one note per tick. 

BEETHOVEN WITH ORCHESTRA - While you play Ode to Joy, the Miracle plays 
along with you. Playing with an orchestra is a lot of fun, but some people find it 
tncky at first. If you have trouble, try to ignore the accompaniment. Concentrate on 
playing in time with the metronome ticks. 
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The White Keys 




Section 2 




The White Keys 






What You'll Discover 

Section 2 contains nine Lessons. In these Lessons, you'll learn: 

■ The note names of the white keys 

■ How to play by note names 



Names of the White Keys 

The notes on your keyboard repeat in groups of twelve. Each group uses seven white 
keys and five black keys. 




Keys Repeat in Groups of 12 

In each group, the names for the white keys are the first seven letters of the alphabet: A, 
B, C, D, E, F and G. These names repeat, in order, over the whole keyboard. 

The first note on the keyboard is C. So is the last. In fact, there are five different C's on 
the Miracle keyboard. 

As you know, the one in the middle is called Middle C. 



Playing by Note Names 

Previously, you've played using finger numbers. The Miracle told you which number to 
play, and you knew which finger to press. 

In this section, you'll learn how to play Mary Had a Little Lamb using note names. 
When the Miracle tells you which note to play, you'll know which key to press. 
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The White Keys 



Recognizing which notes to play by their names is an important skill: in most music, 
your fingers rarely stay over the same keys, so finger numbers won't help much. 

Knowing the note names is also useful when talking or writing about notes. They are a 
basic part of the language of music. 



Mary Had A Little Lamb 

First published in 1867 by Sarah Josepha Hale, this song's melody is a combination of 
the first part and the second melody of a 1853 Barbershop Quartet piece called Good 
Night Ladies. 

The first verse of Mary... is considered by many to be the best known four line verse in 
the English language. Few people, however, know all of the verses: 



Section 2 - The Lessons 



Mary had a little lamb, 
With fleece as white as snow, 
And everywhere that Mary went, 
The lamb was sure to go. 

It followed her to school one day, 
That was against the rule. 
It made the children laugh and play, 
lb see a lamb at school. 

And so the teacher turned it out, 
But still it lingered near. 
And waited patiently about. 
Till Mary did appear. 

Why does the lamb love Mary so? 
The eager children cry; 
Why Mary loves the lamb, you know 
The teacher did reply. 





n 








02.01 



02.02 



SEVEN WHITE KEYS - Introduces the names of the white keys and has you play 
every C on the keyboard. Remember that a C is the key to the left of each group of 
two black keys. 

LETTER NAME PRACTICE - Introduces a new finger position. Place your thumb 
on the A, two white keys to the left of Middle C. 
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=a 02.03 



02.04 



02.05 
02.06 



02.07 



02.08 



02.09 



The White Keys 



PLAYING BY LETTER NAMES - Introduces playing notes by letter name, instead 
of by finger number. If you need help, the on-screen keyboard still displays the 
finger numbers. 

REALLY USING LETTERS - A repeat performance of the tune from Lesson 2.03, but 
this time without the finger numbers. Remember to keep Middle C under your 
middle finger. If you really get stuck, hit the "B" button and review the last Lesson. 

PLAYING BY LETTER NAMES - Practice with a different hand position. 

PLAYING BY LETTER NAMES - Using letter names to play Mary Had a Little 
Lamb. Don't be surprised if you hear a few extra notes. These extra notes were 
added so that you can play one note per beat. 

ROBOMAN - Tempo practice to the tune of Mary Had a Little Lamb. This time, 
notice that if you don't hold a key down long enough, Roboman doesn't build a long 
enough bridge under his treads. If you hold down a key too long, Roboman wastes 
fuel building bridges on top of other bridges. 

MARYS METRONOME - Playing Mary Had a Little Lamb with the metronome 
turned on. Concentrate on both the correct notes and the correct rhythm. 

THE MIRACLE BAND - The Miracle joins in while you play Mary Had a Little 
Lamb. Be sure to concentrate on playing the proper notes in time with the 
metronome ticks. 
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The White Keys 
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The Black Keys 



Section 3 

The Black Keys 

What You'll Discover 

Section 3 contains eight Lessons. In these Lessons, you'll learn: 

■ What Half-Steps are 

■ Two different names for the black keys: Flats and Sharps 

■ What Sharps and Flats look like 

■ How to play with your left hand 

■ How to play in more advanced hand positions 



Half Steps 



Moving a Half Step means moving to the key to the left or right of the last key pressed. 
For example, the black key to the right of Middle C is a half-step up from Middle C. The 
same key is also a half-step down from D. 

Incidentally, two half-steps make a whole step. Think of a whole step as the distance 
between two white notes that have a black note between them. 



Sharps 



Sharps are the black keys on your keyboard. Each sharp takes its name from the white 
key on its left. For example, the black key that is one half-step up from Middle C is 
called C-Sharp (written as Cj). 
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Flats 



C and C t 
D, is one key up ,to the right, To mD P ^^ ° r t0 the ^ ht For sample, a 
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For example, C, is also called D-Flat (written as A). 
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C, and A are the Same Note 




The Black Keys 






Left-Handed Playing 

So far, you've only practiced playing with your right hand. You've learned how to hold 
that hand in a ready position and you've strengthened your fingers in the process. 

In this section, your left hand gets some practice. The same rules regarding hand 
position apply: 

■ Hold your arms so that they hang comfortably at your side. 

■ Hold your hands so that your wrists are not bent. 

■ Curl your fingers as if you were holding a tennis ball. Your thumb and index finger 
should form the letter C. 

■ Your fingers should bend downward toward the keys from your knuckles. 
Later, you'll learn to play with both hands at the same time. 



New Finger Positions 

After your left hand goes through basic training, your right hand gets a chance to try 
more advanced positions. This time you'll play a melody with some of your fingers on 
black keys and some on white keys. You'll place your thumb on E, your index finger on 
Gj, your middle finger on A, your ring finger on B, and your pinky on D>! 



Section 3 - The Lessons 



03.01 



03.02 





03,03 



03.04 



LEARNING SHARPS - Introduces sharps and assigns a black key to each finger of 
the left hand. 

PLAYING SHARPS - You play Old MacDonald with your left hand, using black keys 
only. When playing black keys, use the pads of your fingers instead of the tips. This 
keeps your fingers from accidentally sliding off the black keys. 

No finger numbers appear on the screen in this Lesson. If you need a reminder for 
your finger position, press the "B" button to return to Lesson 3.01, in which you get 
into position. 

LEARNING FLATS - Introduces fiats and shows you a hand position that combines 
both black and white keys. 

PLAYING FLATS - You play Jingle Bells with your left hand, using both black and 
white keys. If you get out of position, use the M B" button to return to Lesson 3.03. 
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03.05 



03.06 



03.07 



03.08 
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Rhythm 





Section 4 

Rhythm 




What You'll Discover 

Section 4 contains eight Lessons. In these Lessons, you'll learn: 

■ What Rhythm is and how it relates to beats 

■ How to divide a beat into two or three parts 

■ What Eighth Notes and Quarter Notes are 

■ What Tapping is, and why you would use it 




Rhythm 




So far, you've played one note for every beat of the metronome. In most music, however, 
you must play some notes faster and some notes slower. 

The relationship between faster and slower notes is called rhythm. Think of rhythm as 
the speed at which you play individual notes. 

Be careful not to confuse rhythm with tempo. Tempo is the overall speed for an entire 
piece of music. In other words, tempo determines how fast the beats are. Rhythm 
determines how many notes are played during each beat. 



Slicing Beats 

One of the most important rhythmic concepts you will learn is how to divide a beat into 
equal parts. Beats may be divided into any number of equal parts, although two, three, 
and four parts are most common. 

In this Section, the Miracle teaches you how to divide beats into both two equal parts 
and three equal parts. 

If you have trouble dividing the beats, try this exercise for dividing beats into three 
parts per beat: 

1. Tap your foot in a comfortable and even tempo. Consider each tap equal to one 
beat. 

2. Say "1-2-3 1-2-3 1-2-3" repeatedly, trying to say the "IV at exactly the time 
you tap your foot. The "2's" and "3 V should come between the taps. 
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Naming the Speeds of Notes 






V2xV 4 =V 8 

By the same reasoning, notes piayed at a speed of four per beat 



are called sixteenth notes. 



Tapping 
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Rhythm 




Section 4 -The Lessons 



04.01 




04.02 




04.03 




04.04 




04.05 
04.06 

04.07 
04.08 



DIVIDING BEATS IN 2 - Demonstration of dividing each beat into two equal parts. 
Notice how the beats are evenly spaced and the notes are evenly divided within the 
beats. 

PLAYING EIGHTH NOTES - Introduction to playing rhythms with eighth notes 
(two notes per beat). Many beginners find it tricky at first to divide beats evenly. If 
you have trouble, say "V during each metronome tick of the lead beats. When the 
piece starts, say "1-2" for every beat, making sure you say the "2" between the beats. 

THE ROBO-MAN STORY - Practicing eighth note rhythms with Roboman. 
Remember to use only one key to play the rhythm. The Miracle plays the right notes 
no matter which key you press. 

If you have trouble, keep the following in mind: 

• Wait for 4 lead beats. 

• Listen to the speed of the metronome. 

• Strike a key at each power plug to get fuel. 

• Lift the key to save fuel when Roboman is already on a bridge. 

If you're still stuck, try the game by looking at the bottom half of the screen. Press a 
key each time the blue bar passes over a note. 

TAPPING - Introduction to tapping. The Miracle plays the right notes, but you have 
to keep in rhythm. Remember to play two notes per beat. 

NOTE: This melody begins with only three lead beats. Don't let that throw you off. 

BEATS IN 3 PARTS - Demonstration of dividing beats into three equal parts. 

YOUR TURN - Practice at playing three notes per beat. If you have trouble, try 
thinking or saying "1-2-3" in time with each beat. 

BACK TO ROBO-MAN - Using Roboman to practice playing three notes per beat. 

DIVIDING BEATS INTO 3 - Tapping practice at three notes per beat. Concentrate 
on the rhythm. The Miracle plays the proper notes. The music, incidentally, is 
"Jesu, Joy of Man's Desiring" by Johann Sebastian Bach. It begins with three lead 
beats. 
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The Staff 




Section 5 

The Staff 




What You'll Discover 

Section 5 contains seven Lessons. In these Lessons, you'll learn: 

■ What Staff Notation is 

■ What the parts of the staff are 

■ How quarter notes look in staff notation 

■ How to read notes on a staff 




Staff Notation 




Every language has two forms: spoken and written. English writing uses letters to form 
words. Ancient Egyptian writing used pictures to form ideas. Music uses a special type 
of writing called Staff Notation. 



The Staff 




A Staff is a set of five, evenly-spaced horizontal lines. Each line of the staff represents a 
different note. Each space between the lines also represent a note. 

Notes that appear near the top of the staff are higher-pitched notes. Notes that appear 
near the bottom of the staff are lower-pitched notes. 




The Staff 





Early Staffs 




Staffs did not always look like they do today. When Italian monk Guido d'Arezzo 
invented the staff in the early 11th century, he suggested using either three or four lines 
to a staff. 
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Quarter Notes in Staff Notation 
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Quarter Note 



Reading a Staff 






Section 5 - The Lessons 



05.01 
05.02 



05.03 



READING MUSIC - Introduces the concept of the staff 

correct note. ^ p,ay - Jt onl y mov es when you play the 
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The Staff 



05.04 



05.05 



05.06 



05.07 



MORE MALLARDS - More practice tossing tomatoes at ducks. This time though, 
you'll play a new tune, Journey. Begin with your thumb on Middle C. 

USING THE TREBLE CLEF - Practice playing Journey by reading staff notation. 
Start with your thumb on Middle C and concentrate on playing the correct notes. 
Don't worry about rhythm. 

ADDING THE METRONOME - Introduces quarter note and fingering notation. 
This is your first performance reading from full staff notation. There is pitch and 
rhythm information for each note, and fingering notation (finger numbers) wherever 
the pitch changes. 

You'll play Journey with the metronome turned on. Because every note is a quarter 
note, play one note per beat. 

DUET DUET - The Miracle joins in as an invisible left hand while you play Journey 
with your right. Concentrate on playing the right notes and keeping in rhythm. 
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Notes on the Treble Staff 




= Section 6 

Notes on the Treble Staff 



What You'll Discover 

Section 6 contains twelve Lessons. In these Lessons, you'll learn: 

■ What Clefs are, and how they affect staffs 

■ What a Treble Staff is 

■ What notes lie on the Treble Staff and how to read them 



Clefs 




A Clef is a symbol that appears at the left of each staff to indicate what 
notes the lines and spaces of the staff represent. They come in several 
varieties, and each type assigns a different set of notes to the staff. 

Two types of clefs are used with piano. These are treble clefs and bass 
(pronounced base) clefs. Treble clefs resemble an ampersand (&) with 
a fish hook at the bottom. Bass clefs look like a giant comma, followed 
by a colon (:). 




_ The Treble Staff 



Treble 
Clef 




Bass 
Clef 



A Treble Staff \s a staff that begins with a treble clef. Notes on the treble staff are 
always played with the right hand. 
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Votes on the Treble Staff 



Lines on the Treble Staff 
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Spaces on the Treble Staff 



The spaces on the treble staff if™™ u ^ 
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The Spaces on the Treble Staff 



Section 6 - The Lessons 

06.01 



06.02 



06.03 






a minimum. 



is 
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06.04 

06.05 
06,06 

06.07 
06.08 



06.09 



06.10 



06.11 



06.12 



Notes on the Treble Staff 



LINE QUIZ - The Chalkboard introduces the Treble Clef symbol, and Flashcards 
quiz you about the lines of the Treble Staff. 

TREBLE STAFF SPACES - Identifies the notes for each space in the treble staff. 

TREBLE STAFF SPACES - Practice in playing notes from the four spaces of the 
treble staff. Hit "B n to return to Lesson 6.05 if you have problems. 

SPACE QUIZ - Flashcards quiz you about spaces on the treble staff. 

LINES & SPACES TOGETHER - You play Northwood, using notes that appear on 
the treble staff. The piece is written in one hand position, and you 11 use your 
knowledge of the treble staff (and the help of finger numbers) to figure out what that 
position is. 

LINE & SPACE DUET - The Miracle is your invisible left hand as you play 
Northwood with the metronome turned on. If you have trouble, press "B" to return 
to Lesson 6.08, and practice until you feel more comfortable with this hand position. 

MORE LINES & SPACES - This is your first performance using more than one hand 
position. You'll play For Laura, using your thumb to play two different notes. If you 
have problems, make sure your pinky is on the C above Middle C. Your thumb 
moves back and forth between E and F. 

LINES AND SPACES IN TIME - You play For Laura in time with the metronome. 
Don't be thrown off by the six lead beats or the different symbols in the music. 
Concentrate on playing the correct notes, at the rate of one per beat. 

LINE AND SPACE DUET II - The Miracle joins you in a performance of For Laura. 
Don't let the accompaniment distract you. As before, concentrate on the metronome 
and remember to play one note per beat. 
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Notes on the Treble Staff 
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Playing in Different Hand Positions 



Section 7 

Playing in Different Hand Positions 



What You'll Discover 

Section 7 contains seven Lessons. In these Lessons, you 11 learn: 

■ How to play with multiple hand positions 

■ Strategies for playing with different hand positions 

■ How written music forms patterns, which make playing easier 

This Section provides some new and interesting challenges. To be ready for them, you 
should have already mastered the earlier Sections. Especially make sure that the 
Section 6 Lessons are easy for you to play Also make sure you know the names and key 
locations of the notes on the treble staff. 



Positions At Every Turn 

In the music you've played so far, you've needed only one or two hand positions per piece. 
Most music, however, requires many hand positions. Your hand must constantly move 
from one position to the next. 

Pianists make the most mistakes during these transitions. Moving from one hand 
position to another can be tricky, so you need to be careful to make sure you don't lose 
your bearings. 



Strategies For Changing Hand Positions 

One way to make these transitions easier is by reading ahead while you play. Reading 
ahead in music, is like flipping to the back of a mystery novel to find out "whodunit." 
When reading music, glance ahead to where the next hand position is indicated. The 
transition is easier when you know what's coming up. 

Another way to simplify transitions is to move to the new position as early as possible. 
If your hand is already in place for the first note in a different position, there is less 
chance of making a mistake. If you can, try to position all of your fingers for the new 
hand position, not just the finger for the first note you'll play. 
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Patterns of Music 
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07.01 



07.02 



07.03 



07.04 



07.05 



07.06 



07.07 



^IZ 817 ! ^ :, Intr ° duc f ^-ntly switching hand positions. When 
ver^TaSy ,nSl ^ t0 ^ ^ ^"^ ** SUre t0 f ° ,low the fi ngering 

oT plrSrTT ' ^T^ ^^ hand P ° Siti ° nS With the -^o.e turned 
standi ?9 ^f u "^ the fingering is «* obvious. This is 

hardest' reaT° Nu -bering every note Cutters the score, making it 

st ST DurS S H F ° R S ^ ■ J*" M u lraCle dem °n S trates a faster piece named For 
Sue Dunng the demo, notice how the notes of the melody fall into a regular pattern 

note a^fm orlwnT 6 ,;' 11 ET ° f thrSe - EaCh ^ g0CS U » the keyboard one 
note at a time, or down the keyboard one note at a time. 

Always try to look for patterns. You'll find learning pieces much easier. 

MANY HAND POSITIONS - A chance to practice For Sue without the metronome or 

ZKSE^ you play - try t0 M how the notes g0 up or down from = 

stwtotT C T G 1 ES " k 0U P ' ay F ° r Sue With the metronome. The tempo is 

rhvThrn IT g l ° £ anging hand P ° siti ° ns whi,e kee P in g '" tempo. No 

rhythm markings appear. Play quarter notes, one note per beat. 

S^h S PER BEA ^ ■ ^° ther P erf ™ce of For Sue with the metronome. 

wTn H ^ t DU , ET - ™* Miracle joins you for a full-speed performance of For 
Sue Remember to play two notes per beat. If you have trouble with the fingering 
concentrate on puttmg the correct finger on the first note of each three-note group 
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Accidentals 



Section 8 

Accidentals 



What You'll Discover 

Section 8 contains nine Lessons. In these Lessons, you'll learn: 

■ What Accidentals are, and how to read them on the staff 

■ What Stretches are, and how to play stretches 

■ What Thumb Unders are, and how to play them 



_ Accidentals 



Simply put, Accidentals are flats and sharps. Accidentals appear on the staff as a note 
preceded by the flat symbol (,) or the sharp symbol (j). 





Sharp 



Flat 



How Sharps and Flats Appear on the Staff 

Earlier, you learned that all black keys play flats and sharps. However, not all flats and 
sharps are on black keys! Remember that a flat is one half-step below (one key to the 
left of) its unflatted neighbor. The key to the immediate left of Middle C is a white key, 
B. That means that B can also be called C 9 . Likewise, the key to the immediate left of F 
isE. That means that E is also F\\ 

Likewise, because sharps are one half-step above their unsharped neighbors, C and F 
can also be called Bj and E$. 



Stretches 



As you've learned, good hand position is extremely important for playing with accuracy 
and control. This is especially true at the times when you must stretch out your fingers 
to reach all of the notes within a hand position. 
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-cSS^^^^^^- When making the stretcheSi 
wrist, and make sure your CuMes7rehiX"Z ^ ThiS means *»* ^"d your 
easier to make if . you Le P youT^dy dLeStheC^ ^ ^ "^ are 



Thumb Unders 



hand at once, the notes you play will conneS mf * '"l?" ?* by shiftin * y° ur entire 

--. thumb „„ der ^ i-iStear^ **» ™- r s 

^Y3.^X a u" d wS ght Wh ™ **" •— — •«*. 8ure not to twist 



Section 8 - The Lessons 



08.01 



08.02 



08.03 
08.04 



08.05 



08.06 



lesson and you should practice it ZitS^ZgZj* * "" imP ° rtant 

^SS^^ tSto^tKhfh T *"!! - — «* 
Move your thumb under your palm so E you Inf. ^ mto * higher P ositi ™- 
unnecessarily. This is a l so an important lesson and '£? iVT" "?? ^ am 
can play it smoothly. 0n and shouid be practiced until you 

FLATS QUIZ - Flashcards quiz you about flats. 
FLATS ON WHTTF ki?vq ** 

forge, ,ha, ft's and F^U^KT "^ "„? °" the '"""" '»* »»* 
nere too. ft^ this piece J* **J £"£& — «% stretche. 

M PLATS & SHAEPS • "— -* 0* *» abou, flat5 and sharps . 
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Accidentals 



08.07 



08.08 



08.09 



PLAYING SHARPS & FIATS - Practice reading music that has both sharps and 
flats. You'll play Sharps 'N Flats, a piece that really tests your knowledge of 
accidentals. Don't be discouraged if it takes some work to get it right. Also, be 
prepared for a big thumb under in the second half. 

ADVANCED ACCIDENTALS - Playing Sharps TV Flats with the metronome turned 
on. Play one note per beat. 

ADVANCED SHARPS & FIATS - The Miracle provides an eerie accompaniment as 
you play Sharps 'N Flats. 
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More About Rhythm 



Section 9 

More About Rhythm 




What You'll Discover 

Section 9 contains nine Lessons. In these Lessons, you'll learn: 

■ How to divide beats into four parts 

■ How to play notes of different lengths 

■ What Rests are 

■ What an Ostinato rhythm is 



Four Part Beats 



Earlier, you divided beats into two parts and into three parts. You mentally counted 
"1-2" for the two part beats and "1-2-3" for the three part beats. The same technique 
applies for dividing beats into four parts. For every beat, count "1-2-3-4." 



Sixteenth Notes 



When you play four notes every beat, you are playing sixteenth notes. They get their 
name because they are played one-fourth as long as quarter notes (which are one note 
per beat ). 

V4xV4 = Vl6 



^ Notes of Different Lengths 



So far, you've played music made up entirely of quarter notes, entirely of eighth notes, 
and entirely of sixteenth notes. The rhythm of music with each of these types of notes is 
different because each quarter, eighth and sixteenth notes each have different lengths. 

Quarter notes are fairly long notes because you can only play one per beat. 

Eighth notes are shorter in length. Two eighth notes can fit into one beat. 

Sixteenth notes are even shorter. You can play four per beat. ^ 
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More About Rhythm 



,^ t f„X y h™. Iearn t0 combine lhese Mm ° !dm « M "-*■» * «-. 



Rests 



a ,»» „«, for ^^^tsrJiTt^zr that ^ do - pia ™ 



Ostinato Rhythms 



o&rtfiwte, which means "stubborn." lne word Ostinato comes from the word 

In this section you'll practice tapping a piece with an Ostinato rhythm. 



Section 9 - The Lessons 



09.01 



09.02 



09.03 



09.04 



09.05 



E5E5SR£ftB""*-— -■ - - «™ 

S£52 N ° TES ^ RESTS " P -"« - ■*-* »«" a rhvthm. Y<)u do lhis ,„ 
1. Divide each teat evenly, based on the shortest note or rest If the 



U 
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More About Rhythm 



09.06 



„ 09.07 




09.08 



— 09.09 



If* you get stuck in this lesson, think "Rest-Rest-3-4. M 

HEARING NOTE LENGTHS - Practice playing rhythms with notes of different 
lengths. Longer notes are actually just a bunch of shorter notes held together. 

If you have trouble during this lesson, think "l-Hold-3-4." 

LONG & SHORT NOTES - A Roboman session for practicing rhythms with notes of 
different lengths. Use the same rhythm you used in Lesson 09.06. During the lead 
beats, think "l-hold-3-4." 

OSTINATO RHYTHM - Demonstration of an Ostinato rhythm. Music with Ostinato 
rhythms are relatively easy to learn because one short rhythm repeats throughout 
the entire piece. As the Miracle plays, notice how the notes change, but the rhythm 
remains the same. 

TAPPING OSTINATO RHYTHM - Tapping practice with Ostinato rhythms. 
Remember to think u l-Hold-3-4" for each beat. 
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The Miracle Equation 




Section 1 

The Miracle Equation 



What You'll Discover 

Section 10 contains five Lessons. In these Lessons, you'll learn 

■ What the Miracle Equation is 

■ How to bring pitch and rhythm together 



The Miracle Equation 

So far, you've mastered playing different notes at a steady rhythm, and different 
rhythms on a single note, lb play music, you must combine these skills. 

We call this combination of notes and rhythms the Miracle Equation. Think of it as 

Notes + Rhythm = Music 




Combining Pitch and Rhythm 

In this session, you'll learn to play For Denise. This piece combines notes of different 
pitch with an ostinato rhythm. 

Combining pitch and rhythm is a new skill, and it can take a little practice to get the 
hang of. If you have trouble at first, don't get discouraged. With a little practice, it will 
soon become easy. 



Section 10 - The Lessons 



10.01 



10.02 





OSTINATO RHYTHM - Practice at tapping out ostinato rhythms. This lesson is a 
review, identical to the last lesson of Section 9. 

NOTES AND FINGERING - You play the notes to For Denise with the metronome 
turned off. There are some tricky hand position changes. Practice them until they 
become easy. 
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he Miracle Equation 



10.0.3 



10.04 



10.05 



WHAT IT ALL SOUNDS I no? n . . 

OSTINATO & ACCOMPANIMFNT tk w , , 

your performance ofForTnZ iJyZC"^ '^ 'l" hand accompaniment to 
pract.ce room and rehearse bv chooS,^ Pr *■ »r W ' th the n ° tes - & to th * 
"l-Hold-3-4" rhythm. * °° S,ng Pmetux Notes - ** Practicing with the 
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The Bass Staff 



Section 1 1 

The Bass Staff 



What You'll Discover 

Section 11 contains seven Lessons. In these Lessons, you'll learn 

■ How to read the Bass Staff 

■ How to play with your left hand 

■ How to play by interval 



The Bass Staff 



In piano notation, the bass (pronounced base) staff is the staff that appears below the 
treble staff. This type of staff is normally associated with the male voice and 
low-pitched instruments. On the piano, it is associated with the left half of the keyboard. 

Notes on this staff are played with the left hand. These notes traditionally make up the 
bass line or accompaniment of a piece of music. Notes on the treble staff are generally 
referred to as the melody. 

The lines and spaces on the bass staff have note names different from the lines and 
spaces on the treble clef. 



Base Clefs 



Each bass staff begins with a bass clef symbol. This symbol looks 
like a giant comma, followed by a colon. 

The bass clef symbol is sometimes called an F clef, because the note 
that falls between the two dots is an F (the F below Middle C). 




Bass Clef 



Lines on the Bass Staff 

The lines on the bass staff 
(from bottom, up) are the 
notes G, B, D, F and A. 
The E is the E just above 
Middle C. The G is the 
lowest G on the Miracle 
keyboard. 




G B D F A 

The Lines on the Bass Staff 



6:i 




SS^X*-""" ° n the b88S Staff - —» <" «" ■*«• -«~. Brains Don, 



Spaces on the Bass Staff 

The spaces on the bass staff (from bottom, 
up) are the notes A, C, E and G. To 
remember the spaces on the bass staff 
think -All Cars Eat Gas." 



The Spaces on the Bass Staff 



^^ 



Playing By Interval 



G 



and W ,t means a m„ T L if some^ SfK KSSSK K£ 

notes apart, both on the staffand on th! keyboard m" ^ ° ^ are Gach f ° Ur 
that distance apart on the staff vm?ll k„ h? ,u Whenever 3™ se * notes that are 
away from the first ' y k " 0W that the Second note to P'*y is four notes 





Playing by Interval 



ptt^;So1Sv a b^ fo ^ h r f r apart things are - *• -* as you 

help get you started y ^ l ° P ' ay by ,nterval - The Iess °ns «■ this section 
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The Bass Staff 



Section 1 1 - The Lessons 



11.01 





11.02 



11.03 



a 11.04 



11.05 



11.06 



THE BASS STAFF - Duck hunting on the bass staff. If you miss ducks, try to get a 
feel for how far you missed by. This teaches you to associate the distance between 
notes on the staff with the distance between keys. 

LINES ON THE BASS STAFF - Introduction to the notes along the lines of the bass 
staff. This piece has many hand position changes so pay extra attention to the 
fingering. Don't forget that your pinky (5) is on the left; side of your thumb (1)! 

BASS QUIZ - A flashcard quiz about the lines on the bass staff. Remember "Great 
Brains Don't Forget Anything." 

SPACES IN THE BASS STAFF - Introduction to the notes on the spaces of the bass 
staff. 

BASS STAFF REVIEW - A flashcard quiz about the spaces on the bass staff. 
Remember "All Cars Eat Gas." 

BASS STAFF MUSIC - You 11 play Eighty Eight using just your left hand. Notes 
appear on both lines and spaces. Don't forget to look for patterns. You'll see that 
each group of four notes is on either lines or spaces, but not both. 

This piece may take some extra practice so don't hesitate to repeat it. You'll learn a 
lot. 



11.07 



BASS STAFF DUET - The Miracle plays right hand as you perform Eighty Eight. If 
you have trouble, repeat Lesson 11.06 until you can play it fluidly. 
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Accidentals on the Bass Staff 




Section 12 

Accidentals on the Bass Staff 




What You'll Discover 

Section 12 contains six Lessons. In these Lessons, you'll learn 

■ How to recognize and play accidentals on the bass staff 

■ How to make transitions between black and white keys 

■ How to play in a splayed-out position 

■ How to get the most out of your weaker fingers 





Bass Staff Accidentals 

Accidentals (Flats and Sharps) appear and are played on the bass staff exactly the same 
as they are on the treble staff. 

When reading music with accidentals, don't forget that some flats and sharps are on 
white keys. The keys Ci, and P, are the same as B and E. The keys B$ and E$ are the 
same as C and F. 




Transitions Between Black and White 

Hand position changes between white and black keys can be tricky. When playing on 
both white and black keys, keep your fingertips close to the edges of the black keys at all 
times. This means that while playing white keys, keep your fingers near the center of 
the keys. This makes the transitions from white to black much easier. It also saves a 
lot of energy because you don't have to move your hand constantly forward and back. 





Splayed-Out Fingers 

Frequently, you'll have to play with splayed out (stretched) fingers. When playing this 
way, you should be aware of two factors that can disrupt your ready position. 

First, the knuckles of your hand tend to collapse. Don't let them. Try to keep the 
knuckles as high as you can, being careful not to raise your wrist. 

Second, splayed-out fingering tends to pull the weight of your arm away from your hand. 
This makes it especially hard to play with the weaker fingers. Try to be sensitive about 
how much weight is on your fingers so that you don't pull away when you stretch. 
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Accidentals on the Bass Staff 



Playing With the Weaker Fingers 



he, P s buod slrcngth in il. Z^TJZ d Z^^fZ p ^ extra "** 



Section 12 -The Lessons 



12.01 



12.02 

12.03 



12.04 



12.05 



12.06 



^^ESMffi^. *-*? ™» —* black kays, 
than thay ara whan plaS Stj.^ ""^ Y ° U ""^ Should te ■"• °°™i 

WHITE KEY ELATS - Flashcards q „i, you about „ ats „„ white keys 

avaaiy whda yalr bind e^r^S^rj^ ^ * "^ 

BASS SHARPS AND FT AT9 p™^ . - 

inaiudaa bath sh^pfan^s Ba aS TSu^r '"* I?**"** » teh 
far tha parts which usa your 4th and £h r3 ™ ""Barmg. Also, ba prapamd 

Practice unti, yen can S5jS?JSCi2T PartS "• m ^^ "*** 
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Key Signatures 





Section 13 

Key Signatures 







What You'll Discover 

Section 13 contains seven Lessons. In these Lessons, you'll learn: 

■ What Key Signatures are and how they affect the staff 

■ What Naturals are, and how to play them 





Key Signatures 




In many pieces, a note on a line or space of the staff is consistently sharp or flat. In 
these pieces, the presence of a large number of g or \, symbols make the notation cluttered 
and difficult to read. 

Key signatures simplify such notation. 

In this system, a note which is consistently sharp or flat appears without j or \, symbols. 
Instead, the symbol is placed next to the clef, on the line or space that the note falls on. 
A P symbol tells you to play every note with the same note name sharped. A \, symbol tells 
you to play every note with the same note name flatted. 

The key signature is the section of the staff where this group of $ or i, symbols appear. 




» r *r f r fr ip r "r i 




Without Key Signatures 




f! 








With Key Signatures 

How Key Signatures Make the Notation Easier to Read 

Key signatures came into common use in the 17th century, when musical notation 
evolved into the form that we use today. 
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Naturals 



Sometimes the music calls for a rmt* *ho* i , 

other words, a note that IsXs^To^tTZ * * tfS? l^ ^ S ^ ature - *» 

Play it sharp or Hat. Such notes aTe ca"ed ZSSb!^ ** ^^ **"* y ° U to 

For example, the natural off, is F. 

On the staff, , he .„ atural . 8ymbol| v appears ^ ^ such a ^ 




l^^PHI 



How Naturals Affect the Key Signat 



lire 






Section 13 -The Lessons 



13.01 



13.02 



13.03 



13.04 



13.05 



XSBSSKss: & ML s rr m r : s r t epl r the symbo,s «*•- 

incorporates a key signature. demonstrates a piece that 

s M u° R tha° yofpIfa^Fs 1 ^ " ^ ha " d PJtCh Practice "» ^ signatures. Be 

REVIEWING ACCIDENTALS - Flashcards 



naturals. 



quiz you about key signatures and 
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13.06 



13.07 



Key Signatures 



THE ACCIDENTAL METRONOME - Another performance of the Top Ten bass line. 
This time, the metronome is turned on. If you have trouble, repeat Lesson 13.05 
until you can play it smoothly. 

KEY SIGNATURE FINALE - You 11 play the Top Ten bass line while the Miracle 
provides accompaniment. Don't let the off-beat rhythm of the accompaniment throw 
you off. This rhythm, called syncopation, is common in jazz and other forms of 
popular music. You'll learn more about syncopation later. For now, concentrate on 
maintaining an even one note per beat. 
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More About Staff Notation 



s Section 14 

More About Staff Notation 



What You'll Discover 

Section 14 contains eight Lessons. In these Lessons, you'll learn: 

■ What Measures are and why they're used 

■ What Bar Lines are and how they relate to Measures 

■ What the Previous Accidental Rule is 

■ What Octaves are and how they relate to Key Signatures 

■ How to tackle longer pieces by breaking them into parts 




Measures and Bar Lines 



You may have noticed that the notes in staff notation are broken into small groups, 
separated from each other by a vertical line. Each of these groups is called a Measure , 
also sometimes referred to as a Bar. The line that separates measures is called a Bar 
Line. 

Measures break up a piece into small parts, making it easier to read. Without them, you 
would easily lose your place. 

The length of a measure is determined by a set number of beats. This number varies 
from piece to piece, but generally remains constant within a piece. Common numbers of 
beats per measure are 3, 4, and 6. You'll learn more about beats per measure later. 

Incidentally, the number of lead beats for a piece is always the same as the number of 
beats per measure. 



73 



More About Staff Notation 



Previous Accidental Rule 







c# 



B 



C# A 

Illustration of the Previous Accidental Rule 

woi e XT^s^tr. r in the --" -^ — — * i. * . 

The Pre,,„„ s Accident R ule apphe, to „, acc'deota!,: sharps na[s onrf ^^ 



Octaves 



SMlZ! „l e e diStanCe ^ ~ "* * "» — «• ->ove or below ,« tna t has the 
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More About Staff Notation 



Key Signatures, Accidentals, and Octaves 

Key signatures affect all octaves. Accidentals affect only notes with the same letter 
name that are in the same octave as the accidental. 

This means that a note that is sharped or flatted in the key signature, is played sharped 
or flatted in every octave. For example, the treble staff contains two F's. If the key 
signature shows a sharp on the top line (an F), both F's are played as Fj's. 




How Key Signatures and Accidentals Relate to Octaves 




On the other hand, suppose Fs are not sharped in the key signature, and an F$ appears 
as an accidental on the top line of the staff. In this case, a note in the bottom space of 
the staff (an F) is not affected because of the Previous Accidental Rule. This is because 
it is in a different octave. 



Breaking Up The Pieces 

In this Section, you'll play Gina's Lament. This piece, written especially for the Miracle 
course, incorporates key signatures, accidentals, multiple octaves, and the Previous 
Accidental Rule. It's a real workout! 

It's also twice as long as any piece you've played so far. 

The easy way to learn a longer piece is to break it down into small sections that you can 
learn one at a time. Once you have mastered each section, it's easy to put them together. 



Section 14 - The Lessons 




14.01 




GINA'S LAMENT - Introduces the concept of breaking longer pieces into short 
segments. You'll learn the notes to the first quarter of Gina's Lament. Don't forget 
to look at the key signature: both B's and E's are flat. Practice until you can play it 
smoothly. 
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14.02 



14.03 



14.04 



14.05 



14.06 



14.07 



14.08 



this part, and practice SSSk LoX ^ ^ m ° pen for natura l* h 

a^r " Intr ° dUCeS 0CtaV6S - Th,S leSS °" COntains only a chalkboard. There is no 

^^^^^(^'£^^1^ relationship between octaves 
alert, because notes affected byThe ket " ?J£? ^""^ Y ° U ' n have to be 

Also, remember that an a «d«2»S in one Si / PP8ar '" tW ° different octaves ' 
letter name in a diflemnJSSe ' ^ "* affeCt a n ° te of the sa ™ 

£cE2^S2 ^ tches and thumb — » p — -' 

• Iccii:,! 't in the key signature affect ai1 notes with the — ** — 

Accdentals ,n the measure override the key signature 

= £ r , long . so d0 „, £S ~ K23K5SS& the 
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Ledger Lines on the Treble Staff 



Section 15 

Ledger Lines on the Treble Staff 




What You'll Discover 

Section 15 contains seven Lessons. In these Lessons, youll learn: 

■ What Ledger Lines are, and how they relate to the staff 

■ Which notes fall on Ledger Lines 

■ What Thirds are, and how they relate to Ledger Lines 



Ledger Lines 





Ledger Lines are short horizontal lines above or below 
the staff, which extend the staff up or down. They are 
used with notes that have higher or lower pitches than 
the notes on the staff. Middle C, for instance requires 
a ledger line. 




=; 



Middle C on the Treble Staff 



Ledger Lines were not used extensively until 1523 

when Italian organist Marco Antonio Cavazzoni 

published a collection of keyboard pieces entitled Ricercari, motetti, canzoni. Although 

these sound like types of pasta, the name refers to three forms of music that were 

popular in Cavazzoni's day. 

Prior to the use of ledger lines, composers approached the problem of out of range notes 
by moving the clef to a different line on the staff. This effectively assigned different 
notes to each line. However, staffs with constantly changing notes made the notation 
difficult to read. 



^ Notes on the Ledger Lines 





Two ledger lines above and below the treble 
staff (and the spaces between them) are 
sufficient to represent the other notes 
associated with that staff. The two ledger 
lines below the treble staff represent Middle C 
and the A below Middle C. The two ledger 
lines above the treble staff also represent A 
and C, but two octaves higher. In fact, the C 
is the highest note on your Miracle keyboard. 




W^ 



* 



Notes on Ledger Lines 
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-edger Lines on the Treble Staff 



Thirds 



result, recognizing thirds Md^dTnJ .1,1 ^ 1"™ mad « "' ° f »**■ A, a 
Playing and reading notai ea7e r S " h "' hSU, " X 0n the >«*•»»* "lake, 

—rtuTr ^a'^Z'r f ^ «~ * — — *>- a. t„e 



Section 15 -The Lessons 



15.01 



15.02 



15.03 
15.04 



15.05 



15.06 



JESSES fTJ::^z'tz xp: *> r ble ■** - - 

read b, interval. ^ """* are n0 '<"»» Im Ps, H>M piece is easy to 

LEDGER LINE QU]Z . ^^ ^ ^ ^^ ^^ |iMs ^ ^ 

E A SoTr±uhauL7e: tiCe in , the S T U,,g Ga "^ - ««> t«n« of 
Those F,. and <££££ t2ZS2?£& "» — fa ~» »«ave. 

short-short-long rhythm of Pi^hth ™/ 1 e p,ece has a 

using the /Vecfe TVofe. "jTon ' "" °" * 0S<?6 " rf in the Practice ^ m 



78 







Ledger Lines on the Treble Staff 



15.07 



TREBLE STAFF FINALE - The Miracle is your invisible left hand as you perform 
Rosebud. By now, playing with accompaniment should be easier, but if you have 
trouble, repeat Lesson 15.06 until you can play the piece smoothly. 
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Ledger Lines on the Treble Staff 
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Ledger Lines on the Bass Staff 



Section 1 6 

Ledger Lines on the Bass Staff 



What You'll Discover 




Section 16 contains nine Lessons. In these Lessons, you'll learn: 

■ How to play on ledger lines above and below the bass staff 

■ How to count in thirds 

■ How to play Chords 




_ Ledger Lines on the Bass Staff 



Ledger lines on the bass staff 
work in the same way as they 
do on the treble staff. 






f=i 



£e^ 



Two ledger lines above and 
below the bass staff are 
sufficient to represent the 
notes on the Miracle keyboard. The two ledger lines above 
the bass staff represent Middle C and the E above Middle 
C. The two ledger lines below the bass staff also represent 
C and E, but two octaves lower. In fact, the C is the lowest 
note on your Miracle keyboard. 

Note that the ledger line for Middle C on the bass staff 
does not appear at the same location on the notation as the 
Middle C for the treble staff. Don't let this confuse you. 
The note is the same. Middle C is always Middle C. 



Bass Staff Ledger Lines 




f 



^rf 



Middle C on Treble and 
Bass Ledger Lines 



— . Counting in Thirds 



Playing ledger lines often involves counting up from the staff and counting down from 
the staff in thirds. In fact, it is so common that reading music becomes easier if you 
master counting up and down in thirds from any given note. 

You should recall that a third is the distance between two lines on the staff. 
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Ledger Lines on the Bass Staff 



i^nTrftn ',7 IJifiXS l , hirdS aw f y u from the ^oard. To do this, choose a note and 
then try to count three thirds up and then three thirds down. For example, if you choose 

izizrsTo' t F and going down you wouid get gec -*■ ^ it 



Chords 



A Chord is two or more keys pressed at the same time. In notation, they appear as two 
or more notes stacked on top of each other. ^rardsiwo 

In this Section, you'll play the bass line to a piece 
written for the Miracle course entitled Bull Frog. 

This bass line combines single notes and two-note 

chords (sometimes called Double-Notes by 

musicians .). The notes of each chord in Bull Frog are 

separated by a third. 7^ Note Cfwrd 

Chords composed of thirds are among the most common types of chords used in 
American and European music. 




Section 16 -The Lessons 



16.01 



16.02 



16.03 



16.04 



16.05 



s:> 



fhtf th LE r D( :S LIN , ES ' !. ntroduces led S er Hne. above the bass staff. Keep in mind Si 

that the first ledger line above the hass staff ic m;h^i„ n 



ledger line above the bass staff is Middle C. 

™ THE f f , STA f F - Introduces led ^ "ne S below the bass staff. Watch for 
a previous accidental in the second measure of the second screen. 

bTsS-.™ 51 ' " Fla3hcard quiz on countin e in thirds and on ledger lines on the 

E?h D e U M CTI( ; NT H C ?°?? S r Intr ° dUCeS the fi ^-g of chords. Note that 
when the Miracle indicates the finger number for a left hand chord, it displays only 

the number for the lowest pitched note on the staff. For example, if you have a chord 
C Th^M f 3 , nd T E ' ? e Mirade JUSt diSplayS the fin S er num ^r to use for the 
chords 3 ^ " Uinber ° f thC high6St Pitched " 0te for ri e ht hand 

DUCK CHORDS - Practicing chords in the Shooting Gallery. 

bo°th € ieH^ Standard n0tati °T n ' Z h T, a n0tG iS tW ° ledger lines above or below the staff, 

the H frW aPPear " , . C S J h °° ting Ga]lery ' h ° WeVer " on 'y the ledger line that 

the duck swims across is displayed. This helps you get a feel for the interval 

(distance) between notes on the ledger lines and notes on the staff. 









-^ 16.06 



16.07 



16.08 



_ 



16.09 



Ledger Lines on the Bass Staff 



THE WHOLE ENCHILADA - Rhythm practice tapping out the ostinato rhythm to 
Bull Frog. Note that the activity displays the blue rhythm lines below the beat 
numbers. This indicates that the rhythm is for the left hand. 

If you have problems, remember to tap once for beats 1 and 3, and twice for beats 
2 and 4. 

BASS LEDGER LINES - Pitch practice with the bass line of Bull Frog. The 
metronome is turned off. Notice that there is no bar line at the end of either set of 
staffs. This means that the measure for the first set continues on the second set of 
staffs, and the measure for the second set continues on the next screen. Keep this in 
mind when playing that first note on the second set of staffs. Because the previous 
accidental rule applies, that note is really an E^. 

Note: In standard notation (such as that used in Sheet Music activities), measures 
are not broken between staffs. 

PITCH & RHYTHM - Playing Bull Frog with the metronome turned on. Remember 
to play one note for beats 1 and 3 and two notes for beats 2 and 4 of every measure. 
If you have problems, work on Bull Frog in the Practice Room until you can play 
both the rhythm and the pitch smoothly. 

OSTINATO & ORCHESTRA - The Miracle provides full accompaniment to your 
performance of the Bull Frog bass line. You'll discover that the Miracle is capable of 
making quite an interesting variety of sounds. 
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Ledger Lines on the Bass Staff 



~i 













3 








3 
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Imitating Rhythms 





Section 1 7 

Imitating Rhythms 




What You'll Discover 

Section 17 contains three Lessons. In these Lessons, you'll learn: 
■ What i mi to five pieces are, and how to play them 



Imitative Pieces 





An Imitative Piece is a unique type of music, usually involving two musicians. One 
musician plays a sequence of notes with a particular rhythmic pattern, then the other 
musician plays a sequence of equal length, using the same rhythmic pattern. In many 
cases, the sequences also have identical melodies. 

Imitative pieces can by played on a piano by one person by playing the odd measures 
with the left hand and the even measures with the right. 




Playing Imitative Pieces 

Imitation pieces can sometimes be tricky to play, because the rhythm of each set of 
measures might be different from the set before it. A good way to keep in rhythm is to 
count the beats. For example, if the piece has four beats to a measure, count "1-2-3-4" 
for each measure. 

To be effective, you must count during every measure, whether you are playing in that 
measure or not. 




Section 17 - The Lessons 



17.01 




_ 17.02 




IMITATIVE RHYTHMS - Rhythm practice tapping out an imitative piece. When the 
green pointer is on a rest, the Miracle taps Middle C to the rhythm that you will play 
in the next measure. The Miracle is pretty picky for this Lesson, so play exactly 
what you heard, and keep an eye on the pointer. It provides a visual clue to when 
you're supposed to play. 

THE NOTES - Pitch practice on the notes that go with the rhythms in Lesson 17.01. 
The fingering is pretty easy, but soon you'll be playing it with some tricky rhythms. 
Make sure you can play the piece smoothly. 
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Imitating Rhythms 



17.03 



SftS^^WraSSMSSl 
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More Imitative Music 



Section 1 8 

More Imitative Music 




What You'll Discover 

Section 18 contains three Lessons. In these Lessons, you'll learn: 

■ How to play an imitation piece in which the rhythms are imitated, but the notes are 
different. 





Notes and Rhythms 

Earlier, we told you the Miracle Equation: 

Notes + Rhythm = Music 

This equation sounds very simple, and the concept of it is. The hard part is putting the 
equation into practice. It's like playing a new Nintendo game. It's easy to understand, 
but at first it takes a little practice to play it well. 

This Section concentrates on building your skill at the Miracle Equation. You'll learn to 
recognize a beat pattern, and then apply it to notes of different pitch. 

Later, when you learn to read rhythms in notation, you'll be able to apply the skills 
you've gained here to help you quickly learn any piece. 



Section 18 - The Lessons 



18.01 



18.02 




MORE IMITATIVE PIECES - Rhythm practice with imitative music. Don't be 
misled by the Miracle playing different pitches than the Middle C's that you play. 
Concentrate on extracting the rhythms. You'll work with the pitches later. 
Incidentally, these rhythms are a bit trickier than the ones in Section 17, so don't 
worry if it takes a few tries to get it right. 

HERE ARE THE PITCHES! - Pitch practice with the notes that you'll later combine 
with the rhythms you just learned. The hand positions aren't too hard, but some of 
the pitches try to throw a curve at you. Make sure you don't forget about the 
previous accidental rule. 
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More Imitative Music 



_ i 



18.03 



MIRACLE MADNESS - You'll combine the rhythm from Lesson 18 01 with the 
p.tch es from Lesson 18.02. Don't let the Miracle throw you off. The pitThes it olavs 

sxss: zz ssl 1 - the pitches that you iy in — "- ^ - 
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Two-Handed Playing 



Section 19 

Two-Handed Playing 



What You'll Discover 



Section 19 contains six Lessons. In these Lessons, you'll learn: 

■ How to play with two hands 

■ What Parallel Motion and Contrary Motion are 



Playing with Both Hands 

Playing with two hands is not nearly as confusing as it might first seem. In many 
things you do every day, your hands do two different things at once. When playing most 
Nintendo games, for example, your left hand is doing something with the arrow keys 
while your right hand switches back and forth between the "A" and U B" buttons. 

Playing with both hands is very similar. It takes a little while to get coordinated, and 
then becomes relatively easy. 



Parallel vs. Contrary Motion 

As you know, music forms patterns of rising and falling motion. In two-handed pieces, 
the bass line and the melody each have their own pattern. These patterns may be 
similar, in that both bass line and melody rise and fall at the same time, or they may be 
dissimilar. The melody might rise while the bass line falls, for example. 

Parallel Motion describes those times when the bass line and melody rise and fall at the 
same time. 

Contrary Motion describes those times when the bass line rises while the melody falls, 
or vise-versa. 

Frequently, the bass line and melody of a piece will display examples of both parallel 
and contrary motion. 

In this Section, you'll play pieces of all three types. The pieces may take some getting 
used to, so don't get discouraged if it takes a while to get the hang of it. You're giving 
yourself a real workout, training your mind and your muscles to move together in a new 
way With a little time and practice, you'll get it right. 
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rwo-Handed Playing 



Section 19 -The Lessons 



19.01 



19.02 



19.03 



19.04 



19.05 



19.06 



<*»«*, the same thing, to, „„ e oclL ap™; '" ""*■ the lel1 "> d ri g>« I-"* do 
™y «. a whi,e to get the hang „nt. tSce^t'c.n ooShT'' » 

other. Don', «,£, to ch«k the he" ,igT, ur e ° ne ^ y ° U '" "^ "" ' humb °" "* 

S^lSSr^ffi^ a *- "■"r"- >-» p-"o, 

the piece, to, the right hand hanges poX„ S S e n vt r ,,T e ''T' ^^ ' h ™<"»»'« 
the left hand when yon move the right JW Be Care ' UI not to m » ve 

Kn ct„: b d le h go t.^cs.^'ar, pr ^ K tha - ™ i ° f "" — ■ 

option. Fin*, praetii the left hand p« onl Thin" '7" IT* ' he fW <* "°<<« 

only When you can play both smolhKvi^I t " S'e ng '". h '"" 1 Part 

hands. * &ye lt a tr ^ monkeying around with both 

..WITH METRONOME . V„ ul , play Chimp W1(h fc ^^ ^ 
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Time Signatures 



Section 20 

Time Signatures 



What You'll Discover 

Section 20 contains seven Lessons. In these Lessons, you'll learn: 

■ What Time Signatures and how to read them 

■ What Common Time is and what makes it so common 

■ What half notes are and how to read them on the staff 



— Time Signatures 



In Sheet Music and Rhythm Practice Activities, you've probably noticed the two large 
numbers that appear in the first measure of every piece. These numbers together are 
called a Time Signature and they tell you two things. 

The upper number tells you how many 
beats there are in a measure. For 
example, a "3" means three beats per 
measure while a "4" means fours beats 
per measure. The upper number is also 
the number of lead beats to use before 
starting the piece. 




3/4 Time Signature 



The lower number tells you what kind of note equals one beat. A "2" means every half 
note gets a beat. A "4" means every quarter note gets a beat. An "8" means every eighth 
note gets a beat. 



Pronouncing Time Signature Names 

Although they look like fractions, time signature names aren't pronounced like fractions 
Instead, you say the top number and then say the bottom number. For example, "3/4" is 
pronounced "three-four time." That time signature, incidentally, means that there are 
three beats to a measure, and each quarter note gets one beat. 
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Time Signatures 



Time Signatures Affect Rhythm 

Different time signatures change the feel of the rhythm in a piece. All waltzes for 
example, have the same rhythmic feel to them. This is because all waltzes are in 3/4 
time. So are polkas. 

Marches, such as Sousa's Stars and Stripes Forever are always in 4/4 time. This time 
signature provides a steady, even numbered beat which is easy to march to. Most 
Rock & Roll songs are in 4/4 too. 



Common Time 



By far, 4/4 time is the most 
commonly used time signature. 
As a result, 4/4 is often referred 
to as Common Time. 

In notation, the time signature 
for common time sometimes 
appears on the staff as 4/4 and 
other times as a large letter C. 
Both symbols mean the same 
thing: four beats to a measure 
with each quarter note getting 
one beat. 





Common Time 



Half Notes 



Half Notes are notes that are played twice as long as quarter notes 
On the staff, they look like hollowed-out quarter notes. 

In common time, each half note lasts two beats. 




Half- 
Note 



Chopsticks 



In this Section, you'll play the first part of Chopsticks, a piece in 3/4 time with both half 
notes and quarter notes. This part of Chopsticks makes extensive use of contrary motion 

Chopsticks was first published in England in 1877 as The Celebrated Chop Waltz. The 
French call the piece Cotelettes which means Cutlets. 

The traditional way to perform Chopsticks breaks all known rules of piano playing- it's 
usually performed with just two outstretched fingers! 
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Time Signatures 



However, you won't play it that way here. The Miracle's Chopsticks is a little different 
from the traditional version. In this Chopsticks, the bass line is played an octave lower. 
This results in a fuller sound than the traditional version, which gets emphasized when 
the Miracle Orchestra joins you later on for a performance of both halves of the piece. 

You'll get to the rest of Chopsticks in Section 21. 



Section 20 - The Lessons 



20.01 



20.02 



20.03 
20.04 



20.05 



20.06 



CHOPSTICKS - Right hand note practice for the first part of Chopsticks. Notice 
that there is only one hand position for this part of the piece. 

TIME SIGNATURES - Introduces Time Signatures. Because the top number in the 
time signature is a 3, you know that there are three beats per measure. You also 
know you should expect 3 lead beats when you start the piece. Count "1-2-3" for 
each measure. Counting is important for several reasons: 

1) It helps you keep in tempo 

2) It helps you to figure out both simple and complicated rhythms 

3) It helps you keep track of where you are in the piece. 

LEAD BEATS QUIZ - Flashcards quiz you about time signatures. 

CHOPSTICKS - LEFT HAND - You'll play the lea hand part of Chopsticks with the 
metronome turned on. This activity challenges you to play the notes and rhythm 
without practicing the notes first. Keep in mind that there's only one hand position. 

If the rhythm goes too quickly, you can still Practice Notes on this piece in the 
Practice Room. But see if you can sight read the piece correctly the first time 
through. 

TWO-HANDED CHOPSTICKS - You'll play the first part of Chopsticks with both 
hands. Don't forget that there is only one hand position for each hand. 

While playing, try to pick out how your hands move in relation to one another. 
Notice how your hands move in parallel motion in measure six, and contrary motion 
in measure eight. Recognizing patterns like this will make it easier to play with 
both hands. 

HALF NOTES - Introduces half notes as you get tapping practice for the next part of 
( 'hopsticks. Tap with your right hand only, and remember that half notes last for 
two beats. 



9.3 






Time Signatures 



20.07 



Kee V oTnl*in F H a tt C f ^ ** ° n , half notes " The third question is particularly tricky 
Keep in mind the following when trying to figure it out: 

1) There are three quarter notes to a measure in 3/4 time. 

2) A half note lasts twice as long as a quarter note. 

3) A quarter note lasts four times as long as a sixteenth note. 



1 
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Chopsticks Revisited 




Section 21 

Chopsticks Revisited 



What You'll Discover 



Section 21 contains six Lessons. In these Lessons, you'll learn 

■ How to play Quarter Note Rests 

■ What a Coda is 

■ How to play the remainder of Chopsticks 



Quarter Note Rests 



As you've already learned, rests are moments of silence in music. A 
Quarter Note Rest (also called a Quarter Rest) is a moment of silence 
that lasts as long as a quarter note. 

In the finale of Chopsticks, you'll see several quarter note rests. 




Quarter Rest 



Codas 



The finale of a piece or major section of a piece is called its Coda, which means tail in 
Italian. Codas generally use a pattern of notes or rhythms that is different from the rest 
of the piece, in order to create an impression of finality. 

The length of Codas vary from piece to piece. They may be many measures long, or just 
a few. Some pieces have no Coda at all. 

The coda to our version of Chopsticks is seven measures long. 



Section 21 - The Lessons 



21.01 



MORE CHOPSTICKS - You'll play the next part of the middle part of the Chopsticks 
bass line with the metronome turned on. Pay special attention to the fingering so 
that you don't run out of fingers. Put your thumb on G as it goes down from C in the 
opening. 
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Chopsticks Revisited 



21.02 



21.03 



21.04 



21.05 



21.06 



STILL MORE CHOPSTICKS - You'll play the middle part of Chopsticks with both 

tZ ii I f t K , r ° n r e ' S tUrned ° ff t0 let yOU c °™entrate on the fingering. Notice 
that all but the last four measures are in parallel motion. 

Make sure you learn the correct fingering now, so that you can play smoothly when 
the metronome is turned on. 

EVEN MORE CHOPSTICKS - You'll play the middle part of Chopsticks with the 
metronome turned on. If you have trouble, go back to Lesson 21.02. 

ES^r 8 ' h l T°? U f° n t0 Qu3rter N0te Rests - You '" P 1 ^ the Coda 
(end.ng) ofChopsUcks in which the left and right hands play an imitative rhythm. 

COMPLETE CHOPSTICKS - You'll play Chopsticks in its entirety. Be ready to 
repeat most (but not all) of the first part, after playing the middle section. This 
repeated section goes right into the Coda. 

CHOPSTICKS AND ORCHESTRA - A performance of Chopsticks with 

beforT an ' ment fr ° m thG Mirade ' Y ° U ' Ve Pr ° bably n6Ver heard Ch °P sticks »ke ***> 
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Fun with Notes and Rests 



Section 22 

Fun with Notes and Rests 



What You'll Discover 




Section 22 contains six Lessons. In these Lessons, you'll learn: 

■ What Whole Notes are, and what they look like. 

■ What Half Note Rests and Whole Note Rests are 

■ What a Sequence is 



Whole Notes 



Whole Notes are notes that are played four times as long as a quarter note. They are 
called whole notes because they have the longest duration of any normal note in piano 
music. 

Because whole notes are the longest, all of the other 

notes are named in relation to whole notes. That is — 

why notes that are played half as long are called half *» 

notes and notes that are played a quarter as long are 

called quarter notes. Whole Note 



Whole notes appear on the staff as a hollow circle. In 4/4 time, they take up an entire 
measure by themselves. 



Larger Than the Whole 

Although whole notes are the longest note used with the piano, there actually are notes 
of longer duration. 

A Double Whole Note is a note played twice as long as a whole note. These notes appear 

rarely, and only in music with very unusual time signatures such as 4/2 time. 

Orchestral scores or contemporary avant garde pieces may occasionally use time 

signatures of this type. Traditionally, however, such time signatures are not used for the 
piano. 
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Fun with Notes and Rests 



Half and Whole Note Rests 

A Half Note Rest (also called a Half Rest) is a moment 
of silence that lasts as long as a half note. It appears 
in notation as a short horizontal line that sits on top of 
the center line of the staff. 

A Whole Note Rest (also called a Whole Rest) is a 
moment of silence that lasts as long as a whole note. 
It appears in notation as a short horizontal line that 
hangs under the fourth line on the staff. Whole note 
rests are slightly wider than half note rests. 



Sequences 



Half Rest 



Whole Rest 



sr^s^r^srj- C - D - E - F rm ,he fi ™< ™ tki °- mS ^ *• 






~i 



n 







^^^^^S 



Example of a Sequence 

ssiZiSSsr of " o,e9 in the patte ™ ° r * se "™' - * *- - ■- 

XS;ss u :r <or any oiher type ° r musirai pattem » hei - s -* 



Section 22 - The Lessons 



22.01 



22.02 



nlnf S JT^ ^" troduction to whole notes and half rests. You'll play the right 
hand part of Space Cadet with the metronome turned on. Note that the music "n the 
second screen contains a four note sequence. 

turne^on^S" Y" ^ ^ ^ ^ P3rt ° f S " ace Carfe < "** th * metronome 
turned on. Not.ce the sequence of half notes on the second screen. 
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Fun with Notes and Rests 



22.03 
22.04 



22.05 



22.06 



NOTE REVIEW - Flashcard quiz on notes and rests. 

...BOTH HANDS - Practice playing Space Cadet with both hands. The metronome is 
turned off, but try to play in rhythm as best you can. Watch out for the hand 
position changes on the second screen. 

...WITH METRONOME - Playing Space Cadet with the metronome turned on. Don't 
forget to raise your right hand during the rests. In the second measure, practice 
raising your right hand exactly when your left hand plays the second note. 

SPACE CADET FINALE - The Miracle Orchestra joins you in a performance of 
Space Cadet. You'll hear the Miracle produce some interesting sounds on this one. 
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Section 23 

Canon in D 



Canon in D 



What You'll Discover 

Section 23 contains seven Lessons. In these Lessons, you 11 learn: 

■ What eighth notes look like in staff notation 

■ What Beams are, and how they relate to eighth notes 

■ What Counterpoint is 

■ What a Theme is 

■ What a Canon is, and how it relates to Theme 

■ How to play PachelbeFs Canon in D 

■ How to move to hand positions farther than your reach 




Reading Eighth Notes 

Eighth notes appear on the staff as a quarter note with a small flag at 
the end of the stem. 

These flags work well for single notes, but not as well when several 
eighth notes appear one after another. With a lot of flags, the notation 
becomes crowded and hard to read. The solution is to use beams. 



b 



Eighth Note 



Beams 



When two eighth notes appear together, their flags are replaced by a 
thick line that connects the two stems. This line is called a Beam. 

Whenever you see two or more notes beamed with a single line, play 
eighth notes. 




Beamed Note* 
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Contrapuntal Music 



Theme 






Canons 



ssssssissBsr 



Canon in D 



broth JlhaLTs'etS 2S*"* ' aU81 " """* *"■ to * ™° f ~ "<"» 
Domenieo ScariatU and Fw£. Cou^rin ^ m "™"° ""'^ ^^"^ """""• 
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Canon in D 



Handling Long Reaches 

Canon in D contains some challenging hand position transitions. In the bass line, there 
are transitions where it is impossible to reach the notes without physically lifting your 
hand from the keyboard. Keep the following in mind when making these reaches: 

1) Stay as close as possible to the keys 

2) hold the note you're moving from as long as possible. Wait until it's time for 
you to move to the next note. 

3) Shift your hand to the next position, aiming for the correct note with the 
correct finger. Be careful to keep your wrist straight. 




Section 23 • The Lessons 




23.01 



23.02 





23.03 




23,04 



CANON IN D - LEFT HAND - Left hand note practice for Canon in D. Watch out for 
the two sharps in the key signature. Also, this piece has some very tricky hand 
positions. For some, you'll have to lift and move your hand. Practice connecting the 
notes as smoothly as possible. 

CANON IN D - LEFT RHYTHM - You'll play the left hand part of Canon in D with 
the metronome turned on. Be prepared for the notes to get abruptly faster on the 
second screen as you switch from playing quarter notes to playing eighth notes. 
Anticipate the eighth notes by thinking "1-2" for each beat on the first screen. 

CANON IN D - RIGHT HAND - Note practice for the right hand part of Canon in D. 
You'll notice that the music repeats quite a bit. The first three lines are identical. 
The chords on the second screen repeat on the third screen as well. When playing 
the chords, remember that the finger number is for the top note of the chord. Also, 
don't forget about the key signature. 

CANON - RIGHT RHYTHM - You'll play the right hand part of Canon in D with the 
metronome turned on. Be patient and wait for the whole note rests at the beginning 
of the piece. It's not nearly as long as most orchestra members have to wait. 
Sometimes they have to count hundreds of bars before they come in! 

Count "1-2" for each beat of the right hand too. That way the eighth notes on the 
second screen won't take you by surprise. Try to play the chords so that they flow 
together smoothly. 
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Canon in D 



23.05 



23.06 



23.07 



CANON IN D - PRACTICE - You'll play both parts of Canon in D, but with the 
metronome turned off. Putting both left and right hands together in any 

contrapuntal piece takes practice. Don't be concerned if it takes a while before you 
can play this smoothly. 

While you're working on it, you might notice that the left and right hand switch 
parts when you get to the eighth notes. Your right hand plays what your left hand 
was playing and vise-versa. You might also notice that the melody in the first 
two-measures that the left hand plays is repeated in the piece no less than five times! 

CANON IN D - FOR REAL - You'll play Canon in D with the metronome turned on 
Take your time, and don't forget about the eighth notes on the second screen. 

CANON IN D - FINALE! - The Miracle joins you in a final performance of Canon in 
U. You II notice that the Miracle adds two more contrapuntal parts to the piece. 
1 his large amount of counterpoint is very typical of Baroque period music. 
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Rockin' Keyboards 



Section 24 

Rockin' Keyboards 



What You'll Discover 

Section 24 contains six Lessons. In these Lessons, you'll learn; 

■ How to play and read Eighth Note Rests 

■ How to switch octaves. 

■ How different instruments affect the feel of music 



_ Eighth Note Rests 



An Eighth Note Rest (also called a Eighth Rest) is a moment of silence 
that lasts as long as an eighth note. It appears in notation as a symbol 
that resembles a fancy "7." 

When you play rests, raise your arm and hand to lift your fingers from 
the keys. Try not to bend back your wrist, especially with longer rests. 
When you bend your wrist, you lose your ready position, which makes 
further playing more difficult. 



7 



Eighth 
Rest 





Correct 



Incorrect 



Playing Rests 



L05 






Rockin' Keyboards 



Multiple Octaves 



two hand positions, use thews' to n.oTtoUn'T^ " " " ^^ "* 



Frightnight 



fheZ^T,' "SuirS'^tnTe',^ ! — *> » k » "* »» -V wonder w here 



Keyboards and Rock & Roll 



fn'ttr,X^ s c k T:r^M 2 y Rock mu8i r ■/*» this ™ s - «• — 



Section 24 - The Lessons 



24.01 



24.02 



24.03 



LEFT HAND NOTES - You'll play the left hand notes to Frightnight with the 
B * mr eacn beat will help you get in sync with the eighth notes 
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Rockin* Keyboards 



24.04 



24.05 



24,06 



RIGHT HAND NOTES - You'll play the right hand notes to Frightnight while the 
Miracle plays the left hand for you. Even though you don't have to play the left 
hand, try reading both parts. It's good sight-reading practice. 

FRIGHTNIGHT - BOTH HANDS - Youll play both parts of Frightnight. Try to 
make it sound like it did in Lesson 24.04 when the Miracle played with you. During 
the parts with the familiar repeating left hand pattern, concentrate on your right 
hand so that you can anticipate the changes. 

ROCK 'N ROLL MIRACLE - It's time to Rock & Roll! You'll play Frightnight as the 
Miracle jams with you. Be prepared to hear some pretty unusual sounds come out of 
your keyboard. 
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Rockirf Keyboards 
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Playing in 2/4 Time 



Section 25 

Playing in 2/4 Time 



What You'll Discover 

Section 25 contains six Lessons. In these Lessons, you'll learn 
■ How to play in 2/4 time 



2/4 Time 



2/4 Time (pronounced two-four time) means that there are two beats per measure, and 
that each beat equals one quarter note. In this Section, you'll play a piece written in 2/4 
time thatyoull probably recognize. Twinkle, Twinkle Little Star. 



Twinkle, Twinkle 



In this Session, you'll discover that Twinkle, Twinkle Little Star is not as simplistic as 
many people think. Our arrangement incorporates many different length notes and 
rests, as well as several chords. 

Although usually thought of as a children's song, the version of Twinkle, Twinkle Little 
Star that we know today actually came from the film Hats Off a 1936 musical starring 
Mae Clark and John Payne. The melody, however, is much older. 

The most famous arrangement of the piece was as a set of twelve "variations" entitled 
Ah, uous dirai-je, Maman, {Ah, I Will Speak of You, Mother) published in 1778 by 
Wolfgang Amadeus Mozart. 



Mozart 



Mozart is often considered to be the most talented musician of all time. He learned to 
play at age four, and was giving professional concerts before royalty by age six. By age 
twelve, he was conducting full symphony orchestras. Even more amazing, Mozart was 
able to compose and play any type of music on demand. 

It is said that a man once asked Mozart how to write a symphony. Mozart replied that 
the man was still very young, and should start with something easier, such as ballads. 
When the man pointed out that Mozart wrote symphonies at age ten, the composer 
replied "Yes, but I didn't ask how." 
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Playing in 2/4 Time 



«>n,pa„ y , and often entertained friends with a „„i qu e abilityTtalk nackwa* 



Section 25 - The Lessons 



25.01 



25.02 



25.03 



25.04 



25.05 



25.06 



t L h! ^Z^f " Y °;' 11 P 'f the ' eft hand part of ^'^^ TtoWde Little Star with 
rests, raise your fingers for the second half of each beat. g d 

w!t G h I !he T rt NKLE " J° U ' 11 i )lay thG right h3nd P art 0f ^'* ^«» Little Star 
^rd?WenZZ":% I"' C n ° te th3t tHe Ch ° rdS ° n the SeC0nd scree " -e 

tmras. When fingering thirds, use every other fineer In orhpr warH* if rt« r 
finger and your mdex finger. If it says "3", use your midd/finger and'your thumb 

32S22 ESJSS-r on time — — - - 

ZnS™ T^ • Y ° U '" P ' ay *»* P arts of ****** tinkle Little Star with 
the 6 t m hords n0me tUmed 0n ' ^ f ° rget ^ F « in the ** ■*"»*" wt" yo^Ho 

TWINKLE WITH ORCHESTRA - The Miracle accompanies you in a unic=ue 
yTuTSml. ^'* **"***« " won't P sound[ lk ea n chud n rssongto 
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All That Jazz 



Section 26 

All That Jazz 






What You'll Discover 

Section 26 contains eight Lessons. In these Lessons, you 11 learn; 

■ What Ties are and how they affect notes 

■ What Dots are and how they affect notes 

■ What Syncopation is and how it relates to Jazz 



_ Ties 




A Tie is a curved line that connects two or more notes of the same 
pitch. These Tied notes are played as a single note, lasting for the 
time it would take to play all of the notes separately. 

For example, in 4/4 time, a quarter note tied to an eighth note is 
played as a single note lasting a beat and a half. Likewise, two eighth 
notes tied together are interpreted as a quarter note. 




Tied Notes 



Why Ties are Used 




Tied notes enable composers to use notes of lengths for which there is no notational 
symbol. For example, there is no symbol for a note that is the length of a quarter note 
plus a sixteenth note. If a composer wanted to use such a note, he would write it as a 
quarter and sixteenth note tied together. 

Tied notes are also useful when a composer wants to write a note that would exceed the 
length of a measure. For example, two tied quarter notes are used in place of a half note 
when the half note would appear on the fourth beat of a measure (in 4/4 time). 



j= Dotted Notes 





A dotted note is a note that is played for one-and-a-half 
times its normal length. A dotted half note is equal to a 
half note tied to a quarter note. A dotted quarter note is 
equal to a quarter note tied to an eighth note. 

Dotted notes are often used instead of their tied 
equivalents to avoid cluttering up the score. 




Dotted and Tied Notes 
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Jazz 



In this Section, you'll play a Jazz piece called Channel 11 which uses both dotted and 

tied notes. 



Jazz is a uniquely American form of music that developed in the early 1900's from 

™wfS °L 3 r nd Ragtime - ItS Styk iS ° ften characterize d by long im provisional 

solos and the use of syncopation, which is the playing of an accent (a short note .just 
before a beat This accent literally interrupts the even flow of the rhythm, creating a 
livelier sound than you can get from playing a steady stream of notes 



Section 26 - The Lessons 



26.01 



26.02 



26.03 



26.04 
26.05 



26.06 



26.07 



26.08 



ALL THAT JAZZ! - You'll tap out the right hand rhythm to Channel 11. There are 
several tied notes on the second screen, so the display may be a little confusing. For 
each set of tied notes, only one eighth note and the half note next to it are tied 
Kemember to hold the key down for the duration of both notes. 

S iy!l C0P ? T u I0N ; In L troduces the term Syncopation while you combine the notes and 
rhythm of the right hand part of Channel 11. 

DOTTED NOTES - Introduces dotted half notes, while you tap out the left hand part 
of Channel 11. Play each dotted half note as if it were a half note tied to a quarter 
note. n 

QUIZ TIME - Flashcards quiz you about dotted notes. 

LEFT HAND NOTES & RHYTHM - You'll play the left hand part of Channel 11 with 
the metronome turned on. The walking bass line in this piece is very typical of Jazz 
and is often played by on a Bass. 

TWO HAND RHYTHM - You'll tap out the rhythm for both the left and right hand 
parts of Channel 11. Pay special attention to the rests. 

CHANNEL 11 - TWO HANDS - You'll play Channel 11 with the metronome turned 
on. 

JAMMIN' ON CHANNEL 11 - The Miracle joins you in a final performance of 
Channel 11. As you play, try to notice the syncopations that the Miracle plays 
oft-the-beat. 
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Different Playing Styles 



Section 27 

Different Playing Styles 



What You'll Discover 

Section 27 contains six Lessons. In these Lessons, you'll learn: 

■ What Touch is 

■ What Staccato is, and how to play that way 

■ How to play three note chords 

■ More about recognizing patterns 



Touch 




Touch (sometimes called Articulation > refers to how the piano is played Notes can be 
played softly or loudly. They can be played smoothly so that they seem to flow from one 
to the next, or they can be played crisply so that each note seems to have a life of its own 
Each of these touches has a name, so that a composer can indicate how his piece should 
be played. 



Legato and Staccato 

So far, you've concentrated on playing pieces smoothly, so that each note seems to 

connect to the next. This style of playing is called Legato. 

Staccato is a touch in which the notes are not connected. Each note is short, crisp and 

bouncy. The sound from such a note stops before the next note begins. 

In this Section, you will play Toccata. This 2/4 piece contains three notes chords that 

should be played in a staccato style. 



Playing Three Note Chords 

Fingering for three notes chords on the treble staff is simple. The notation tells you 
which finger to use for the highest note. For the lowest note, use your thumb. Use the 
finger that seems most comfortable to play the middle note. 

When switching from one chord to another, aim for the correct note for your thumb. 
This gives you the most accuracy. 
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Different Playing Styles 



Looking For Patterns 



Tbccata contains several recognizable patterns that make learning the piece much easier: ~ 

1 ) Most of the single notes are the same notes that make up the chord that 
follows them. 

2) During the measures with chords, the right hand pinky plays the same note 
as the left hand, but one octave higher. 

3) The right hand holds the same chord fingering throughout the piece 
Although different notes are played, the shape of the right hand can remain 
unchanged. 



Section 27 - The Lessons 



27.01 



27.02 



27.03 



27.04 



27.05 
27.06 



STACCATO TOCCATA - You'll learn the fingering to the right hand part of Toccata. 
Notice that the single notes are the same pitches as the chords that follow them. 

TOCCATA RIGHT HAND - You'll play the right hand part of Tbccata with the 
metronome turned on. Remember that you don't have to change hand positions for 
the first chord of each two chord set. 

TOCCATA MELODY - You'll play the bass melody to Toccata with your left hand 
You II see some dotted quarter notes. Play these for the length of a quarter note plus 
an eighth note. 

TOCCATA RHYTHM - Tapping practice for the left and right hand parts of Toccata. 
a the two different rhythms seem awkward at first, try breaking each beat down 
into the four possible combinations: rest, right (hand), left (hand), both (hands). 

REVIEW - Flashcards quiz you about dotted notes, touch and chords. 

TOCCATA TOGETHER - Youll play both parts of Toccata with the metronome 
turned off This piece is much easier to play when you recognize the relationship 
between the hands. Notice how the top note of the right hand is almost always 
exactly an octave above the left hand note. 
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Practice Makes Perfect 



Section 28 

Practice Makes Perfect 



What You'll Discover 

Section 28 contains ten Lessons. In these Lessons, you'll learn 
■ How to bring all of the elements of playing together 




Pulling It All Together 

Learning piano is like learning to play a Nintendo game. First, you learn the rules and 
find out what buttons to press to do what you want. Then you start to play, although not 
nearly as well as your friend who bought the game months ago. As you play more and 
more, you gain the coordination to get past obstacles that were once difficult. Then you 
look for ways to do it easier and better. 

Piano playing is very much the same. You've learned all about key signatures, time 
signatures, ledger lines, treble and bass clefs, accidentals, and the different lengths of 
notes from wholes to eighths. Now you need to coordinate all of the things together to 
form a piece of music. 





Coordinating Two Hands 

One of the trickiest things to coordinate when playing with both hands is changing hand 
positions accurately. When you move one hand to a new position, your body frequently 
wants to move the other hand too. Also, there are usually some stray fingers that don't 
want to get over the right keys. This is natural, and it takes practice to train your body 
to get the hang of it. 

A good way to teach your hands to go where you want them is to be aware of what's 
happening at every moment in a piece. When your right hand moves, think "In this part 
my right hand moves and my left hand stays put." 

When you are conscious of each moment, you are less likely to make a mistake. Then as 
you practice, your coordination improves. Eventually, independent movement of your 
hands becomes second nature. 
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Practice Makes Perfect 



Section 28 - The Lessons 




28.01 



28.02 



28.03 



28.04 



28.05 



28.06 



28.07 



28.08 



28.09 



PRACTICE AND PRACTICE! - You'll play the right hand part of an eight measure 
piece with the metronome turned on. You understand the symbols and the concept of 
counting. Now you must put those two together to learn how to sight read 
Concentrate on reading the rhythm before reading the note. It's much easier to 
recover from playing the wrong note than it is to recover from losing the rhythm. 

TWO HAND RHYTHMS - Tapping practice for the rhythms of both hands This 
piece has a lot of different rhythms, making it challenging to play with both hands, 
try to reduce the hand movement of each beat down to rest, left, right or both. 

B fT ChE l Y ! RACT1CE - ^ft h ™d Practice playing a piece with many different 
rhythms. Make sure to hold the half notes and whole notes for their full durations 
On the second screen, you'll find places where the same notes are played one after 
another. Use times like these to look ahead in the notation and see what's coming 

ALL TOGETHER NOW - You'll play both parts of the eight bar practice piece The 
Miracle is very strict here about how you play the rests. Be sure to hold each note 
exactly its proper length. 

TEST TIME - Flashcards quiz you about time signatures, note lengths and dotted 
notes. 

YOU GOT RHYTHM - You'll tap out both parts to a different practice piece. This 
one has a slightly faster tempo. You should getting used to tapping with both hands 
but that doesn t mean not to concentrate. Watch the pointer and think rest left 
right or both ' ' 

MELODY LINE - Right hand note practice. There are some tricky hand positions 
here and a number of jumps, so keep track of where your fingers are. 

MELODY IN TIME - The Miracle adds the bass line as you play the melody from 
Lesson 28.07 with the metronome turned on. Make sure to check the time signature 
so you know how many beats to count in a measure. 

If you get behind, try to skip ahead to a later point in the notation and begin when 
the Miracle catches up with you. This is good practice for when you are performing 
with others. They won't stop just because you made a mistake. 

SWITCHEROO - This time the Miracle adds the melody and you play the bass line 
Be ready for a tncky transition at the end of the piece. You'll have to pass your hand 
way over your thumb to play it smoothly. 
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Practice Makes Perfect 



-r 28.10 



THE EIGHT BAR TEST - Youll play both melody and bass line for the eight bar 
practice piece from Lesson 28.07. To give you a chance to coordinate your hands, the 
tempo is slower than it was in the previous two lessons. 
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Practice Makes Perfect 
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Triplets 



Section 29 

Triplets 



What You'll Discover 



Section 29 contains five Lessons. In these Lessons, you'll learn 

■ What Triplets are and how to play them 

■ How to gain Finger Independence 



Triplets 



Triplets are three notes played in the same time it would normally 
take to play two. They appear in notation as a set of beamed 
notes with a small "3" above the beam. 




Triplets 



^3 Finger Independence 



Finger Independence is the ability to move each finger independently of the others. It 
makes playing easier because each finger can hold its own. Without this skill, the 
movement of one ringer reduces your ability to move the others. 

Although it's a skill that improves with practice, everybody starts out with some degree 
of natural finger independence. 

The exercises in this Section help you improve your finger independence. After 
completing this Section, use the exercises each day as a warm-up routine. Practice with 
each hand, and concentrate on the following: 

1) Hold the tied whole note down throughout the exercise. Don't let your finger 
lift up. 

2) Play the triplets evenly. 

3) Keep the weight of your arm constant. Keep the same amount of weight on the 
weaker fingers as on the stronger ones. 
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Triplets 



Section 29 - The Lessons 



29.01 



29.02 



29.03 



29.04 



29.05 



TRIPLET EIGHTHS - You'll play triplets with the fingers of your right hand as your 
thumb holds down a whole note. Don't be concerned if it takes a while to get the 
timing right. Try thinking "1-2-3" for each beat. 

FINGER BUSTER #2 - You'll play triplets with the fingers of your right hand as 
your pinky holds down a whole note. This exercise is a bit more challenging than 
Lesson 29.01. Keep practicing. 

FINGER BUSTER #3 - You'll play triplets with the fingers of your right hand as 
your index finger holds down a whole note. You may discover that your pinky is 
stronger than you think. In fact, it actually has more natural finger independence 
than either your index or ring finger. 

FINGER BUSTER #4 - You'll play triplets with the fingers of your right hand as 
your middle finger holds down a whole note. This exercise is the most challenging 
yet! Let's see how quickly you can get through it. 

FINGER BUSTER #5 - You'll play triplets with the fingers of your right hand as 
your ring finger holds down a whole note. Although the transitions between your 
middle finger and pinky are tricky, most people find this easier than the exercise in 
Lesson 29.04. 

Now for a real challenge: try these exercises with your left hand. Use the notes 
C-D-E-F-G. Just hold one of the fingers down and play triplets with the rest. Unless 
you are left-handed, you'll probably find that it takes the left hand a little longer to 
do what you want it to. Nevertheless, this hand needs to develop finger 
independence too. Make sure that it gets equal practice time! 
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Long Live the King 



Section 30 

Long Live the King 



What You'll Discover 




Section 30 contains seven Lessons. In these Lessons, you'll learn: 
■ How to play Hound Dog 

This Section introduces no new concepts. Instead, it presents a challenging piece to 
sharpen the skills that you already have. Make sure you can already play the music 
from all of the previous Lessons. If you have trouble, visit the Practice Room. 



^S Hound Dog 



Hound Dog was one of Elvis Presley's biggest hits, topping the charts in 1956 for eleven 
weeks. However, Elvis wasn't the first to record the song. 

Hound Dog was first performed in 1953 by Willie Mae "Big Mama" Thornton. It was 
written by the songwriting team of Jerry Leiber and Mike Stoller, who after Hound Dog, 
went on to write many hits for The Coasters, The Drifters and, of course, Elvis. 



Elvis 



Elvis Presley, also known as The King, was known for both his lively, blues-influenced 

Rock and his provocative stage presence. Although Elvis' popularity with teenagers was 

enormous, parents and clergymen despised him. A frustrated parent who owned a gas 

station in Texas would give away Presley records so that motorists could enjoy smashing 
them. 

Because of Elvis' image, television host Ed Sullivan initially refused to allow the 
performer to appear on his show. He changed his mind, however, when an Elvis 
appearance on a competing show took away 85% of Sullivan's audience. 



Section 30 - The Lessons 




30.01 




HOUND DOG! - You'll use your left hand to tap out the bass line rhythm to Hound 
Dog. Don't forget to play the tied eighth and quarter notes as a single note. That 
note is a syncopated note, since it starts between two beats. 
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Long Live the King 



30.02 



.30.03 



30.04 



30.05 



30.06 



30.07 



•n „ne .„.. ^ the 8yncopated ,~ **«■**; *£Mh ^ttatsun 

■»* qui c tly devel0P ^Sir r,f lhl kksse: h ™ 

divide your pr.c.iL ,„* UvT„ r "tee aSoT "" '"^^ Y °» ™» «™ <™»l U> 
for -both hand," in the PraX Cm * " Ve tn " ,bte ' select P ™«" "<*• 

ts dZ.jtitrpsr ssa*y ^ tt at ■ — — 

Mr^C'Jd'T MiraCle JOi " S >"*• *"*" ~*™~ or Hound D„ g . 
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Broken Octaves 



31 

Broken Octaves 




What You'll Discover 

Section 31 contains eight Lessons. In these Lessons, you'll learn 

■ What Broken Octaves are and how to play them 

■ How to play Sixteenth Notes 



Broken Octaves 



Broken Octaves are patterns of notes that alternate back and forth between two octaves. 
These patterns are common to bass lines. 

Play Broken Octaves with the thumb and pinky. Try to keep your pinky straight and 
your thumb hooked slightly inward. Also, make sure your knuckles do not collapse. 
This strengthens your fingers and provides more control. 

While playing, use ringer pressure rather than hand movement to strike the keys. Try 
to avoid rotating your wrist excessively. 



Sixteenth Notes 




Sixteenth Notes are the fastest notes you'll play in this course. As you know, their 
duration is only one-fourth as long as a quarter note. 

In staff notation, sixteenth notes look like 

eighth notes with two flags coming from the 

stem. Sixteenth notes are usually beamed 

in groups of four, or in a group of two plus 

an eighth note. When beamed, two thick 

lines connect the sixteenth note stems. 

Sixteenth Notes: Single and Beamed 





Technotron 



In the Section you'll play Technotron. This Rock piece, written especially for the Miracle 
Course, combines a Broken Octave bass line with a melody containing short sixteenth 
note bursts. 

The sixteenth notes in the beginning of the piece are challenging. Don't hesitate to take 
a trip to the Practice Room. 
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Broken Octaves 



Section 31 - The Lessons 



31.01 



31.02 



31.03 



31.04 



31.05 



31.06 



31.07 



31.08 



TECHNOTRON - Youll play the bass line to Technotron with the metronome turned 
on. Most of the left hand part is easy because it is so repetitive. However, be ready 
for the two tied eighth notes. Shift your hand position down and make sure to keep 
the pinky straight. Strike the key with the tip of your finger to avoid mistakes. 

SIXTEENTH NOTES - The Miracle demonstrates the rhythm of Tichnotron. Use 
this demonstration to familiarize yourself with the sound of the piece Listen 
carefully to the passage with the ties and dotted notes. 

YOUR TURN - You'll tap out the right hand rhythm to Technotron. Getting the 
sixteenth notes nght might take a little practice. The first note you hear should be a 
nigh note. If not, it means you've started late. 

pfvTe° a T r ™ E ™ TES " P^h P-ctice for the right hand part of Technotron. 
Pay close attention to the finger numbers. Notice that your hand can stay in the 

same position for each sixteenth note group. Practice until you can play this 
smoothly. " 

TECHNOTRON: RIGHT HAND - You'll play the right hand part of Technotron with 
the metronome turned on. The Miracle joins in on the bass line. The chords in the 

whtn P laytng n the a m e ^ id6ntiCal ^"^ H ° Myour fin S ers in a fixed P^ion 

TECHNOTRON: BOTH HANDS - You'll play both the melody and the bass line of 
Technotron wth the metronome turned off. This is perhaps the most useful Lesson 

rhythm win^ easy" *"*" "" *" ^ ^ * Sm °° thly ' ^^ ** *«* * 

t T u E rn p H H N0T ?? N / RIAL ' T° U ''i P ' ay b ° th PartS rf 1**™*™ -th the metronome 

Zl u a- J f P ° 1S , Sl ° W f ° r the RrSt time throu 8 h - If jt &™ y^ trouble, you 
probably d.dn t practice Lesson 31.06 long enough. Go back to that Lesson and 
practice until it seems easy. 

TECHNOTRON - The Miracle accompanies you in a final performance of Tkckmtnm, 
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Using the Foot Pedal 



Section 32 

Using the Foot Pedal 



What You'll Discover 

Section 32 contains six Lessons. In these Lessons, you'll learn: 
■ How to use the Pedal to achieve special effects. 

Foot Pedals 

Modern pianos have either two or three foot pedals. 

The left pedal is called the Una Corda or soft pedal. When this pedal is pressed, the 
piano puts out less volume. 

If a middle pedal is present, it is the Sostenuto or sustain pedal. This pedal sustains the 
sound of the note being played beyond the time when the finger is lifted from the key. 
Only notes being played when the pedal is first pressed are affected. There is no effect 
on notes played while the pedal is pressed. Musicians often use this pedal to sustain a 
single note or chord while switching to a distant hand position. 

The right pedal is the Damper or loud pedal. While this pedal is down, any note played 
is sustained until the pedal is released. This enables musicians to blend sounds 
together, creating an effect that cannot be duplicated by any other instrument. For this 
reason, the Damper is often considered the most important pedal on the Piano. 



The Miracle Pedal 

The pedal that comes with the Miracle functions as a Damper pedal. Connect it by 
plugging it into the "Foot Pedal" jack on the back of the Miracle keyboard. Either hole 
on the connector can plug into either pin. 




Location of the Foot Pedal Jack 
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Using the Foot Pedal 



Using the Damper 



The key to using the Damper pedal is knowing when to use it and how long to hold it 
down. The latter is very important. If the pedal is not held long enough, the notes fail 
to now together. If held too long, the sound becomes muddy and generally unpleasant. 

Developing the skill of knowing exactly when to press and raise the Damper pedal 
requires both practice and experience. The Lessons in this Section get you started. 



Greensleeves 



In this Section, you'll play a well-known English carol, Greensleeves. 

The exact origin of Greensleeves is not known. The earliest reference to it is in a 1580 
English publication which also lists the song as the New Northern Ditty. 

Greensleeves was apparently quite popular in its day. Fully twenty years later, William 
bhakespeare mentioned it in his play, The Merry Wives of Windsor. 

Over the years, many different sets of lyrics have been written to the tune of 
Greensleeves. During a period of civil war in England, the melody was used for a 
political rallying song. The Christmas carol. What Child Is This? is another case of 
alternate lyrics. 

The Beatles used Greensleeves without lyrics to provide counterpoint during the coda of 
their hit. All You Need Is Love. 



Section 32 - The Lessons 



32.01 



32.02 



32.03 



GREENSLEEVES - You'll use both hands to tap out the rhythm of Greensleeves. At 
this point in the course, you'll have to play the rhythm perfectly to get through the 
Lesson. Make sure you pay extra attention to the tied notes and the rests. 

USING THE PEDAL - Introduction to using the Damper pedal. You'll practice 
pedaling while playing the right hand part of Greensleeves. The Miracle adds the 
left hand part for you. 

If you have trouble coordinating your foot with your hand, practice with only your 
hand until you know the piece. Then, work on adding the pedal change at the 
beginning of each measure. 

MORE PEDAL WORK - You'll play the left hand part of Greensleeves while the 
Miracle plays the right. Don't forget to pedal at the start of each measure. 
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Using the Foot Pedal 



« 32.04 



32.05 



. 32.06 



GREENSLEEVES - PRACTICE - You'll play both parts of Greensleeves with the 
metronome turned off. The many flats in the key signature makes this a fairly 
tricky piece, so take your time and practice until you can play it smoothly. Watch for 
the B^'s and E^'s, and be prepared for tricky fingering on the double notes in the 
middle of the piece. 

GREENSLEEVES SLOWLY - You'll play both parts of Greensleeves at several 
different tempos. 

WITH ORCHESTRA... - The Miracle joins in to accompany you in a performance of 
Greensleeves. 
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My Funny Valentine 



Section 33 

My Funny Valentine 



What You'll Discover 

Section 33 contains fifteen Lessons. In these Lessons, you'll learn: 

■ How to play My Funny Valentine 

This Section presents a challenging piece to sharpen your skills. Make sure you can 
already play the music from all of the previous Lessons. If you have trouble, visit the 
Practice Room. 



Expressive Melodies 

In this Section, you'll play a Broadway show tune called My Funny Valentine. The song 
has an expressive, slow melody that makes it an ideal solo piece for the piano. 

Pieces with expressive melodies should be played Legato. As you may recall, this means 
to play smoothly so that notes seem to flow from one to the next. 



My Funny Valentine 



My Funny Valentine was written for the 1937 Broadway musical Babes in Arms. The 
show featured a cast of children, including 15-year-old Broadway newcomer Alfred 
Drake, who went on to become one of Broadway's best-known actors. 

The song was written by Broadway composer Richard Rodgers. The play was written by 
Rodgers in collaboration with friend and lyricist Lorenz Hart. Over a twenty-four year 
association, Rodgers and Hart achieved great success writing musical comedies. 

Rodgers teamed up with Oscar Hammerstein II following Hart's death in 1943. This 
new team produced a tremendous string of hit musicals, including Carousel, South 
Pacific, Oklahoma'., The King and I, and The Sound of Music. 



Section 33 - The Lessons 



33.01 



MY FUNNY VALENTINE - The Miracle demonstrates My Funny Valentine. Listen 
carefully to get a feel for the piece. 
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My Funny Valentine 



33.02 



33.03 



33.04 



33.05 



33.06 



33.07 



33.08 



33.09 



33.10 



YOUR FUNNY VALENTINE - You'll play the bass line to the first half of My Funny 
Valentine while the Miracle plays the melody. Use the Damper pedal and change on 
the first and third beat of every measure. 

There are a number of recognizable patterns in the bass line. Notice that the first 
note of every measure is the lowest and the third note of every measure is the 
highest. Also notice that the first note of every measure is a half step lower than the 
first note of the previous measure. This type of pattern is called a Chromatic Bass 
Line, and is frequently used to add feeling to a piece. 

RIGHT HAND NOTES - Right hand pitch practice for the first half of My Funny 
Valentine. When playing the thirds (the two-note chords), remember that the finger 
number applies to the top note. The other finger should be the one that is two 
fingers away. For example, if the finger number is "5* use your pinky and middle 
finger. 

RIGHT HAND IN TIME - You'll play the melody to part one of My Funny Valentine 
while the Miracle plays the bass line. 

MY FUNNY TWO HANDS - Two-handed pitch practice for the first half of My 
Funny Valentine. The most challenging parts are the jumps between distance hand 
positions. Before making the jump, make sure you know where you are jumping to 
and what finger you need to use. 

IN TIME, WITH PEDAL - With both hands and pedal, youll play part one of My 
Funny Valentine with the metronome turned on. Make sure to make the pedal 
changes on the first and third beat of every measure. 

VALENTINE - PART II - You'll tap out the left hand rhythm to the second half of My 
Funny Valentine. Be ready for everything from sixteenth notes to whole notes. 
Remember that sixteenth notes come four to a beat. 

If you have trouble, let the Miracle demonstrate the rhythm for you. Return to the 
Chalkboard, go to the Options Menu, and select Listen to the Piece. 

II - LEFT HAND NOTES - Pitch practice for the bass line of the second half of My 
Funny Valentine. Be ready for some tricky hand position jumps around the fourth 
and fifth screens. 

n - LEFT HAND IN RHYTHM - You'll play the bass line for part two of My Funny 
Valentine with the metronome turned on. Concentrate on the rhythm. If you have 
problems, review Lesson 33.07. 

II - RIGHT HAND - Pitch practice for the melody of the second half of My Funny 
Valentine. The two note chords on the last two screens are especially tricky. Work 
on them slowy at first, until you have them under your fingers. 

! 
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33.11 



33.12 



33.13 



33.14 



33.15 



II - RIGHT IN RHYTHM - You'll play the melody for part two of My Funny Valentine 
with the metronome turned on. Double check your fingering and the rhythms of the 
double notes at the end of the piece. 

II - TWO HAND RHYTHM - You'll tap out both the bass line and melody of My 
Funny Valentine. You'll notice that each new screen appears before you finish 
playing the last measure of the previous screen. This is to help you boost your 
ability to read ahead. 

II - ALL THE NOTES - You'll play the bass line and melody for part two of My Funny 
Valentine with the metronome turned off. Pay extra attention to measure 
boundaries and previous accidentals. There are a few instances where the previous 
accidental rule affects bass line notes that occur between screen flips. 

PART II IN TIME - You'll play the second half of My Funny Valentine with the 
metronome turned on. 

MY FUNNY VALENTINE - A solo performance of My Funny Valentine in it's 
entirety. Because it's a long piece, take special care to keep the tempo steady. 
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Section 34 

Star Wars 




What You'll Discover 

Section 34 contains eight Lessons. In these Lessons, you'll learn 

■ How to play Repeated Notes 

■ What Compound Time Signatures are 

■ How to play the theme from Star Wars 



Repeated Notes 



Sometimes a piece requires you to repeat the same note several times quickly. This can 
give a finger a real workout when repeating short duration notes at a fast tempo. 

The best way to play such notes is with your thumb, moving as fast as you can. There 
are times, however, when this is not possible. 

An alternate way to play repeated notes is to use your thumb, index, and middle finger 
in a special way. Keep these three fingers curved inward in the normal ready position, 
but position the tip of your middle finger on the very outer edge of the key. Play the note 
with your middle finger, while drawing it off the keyboard. As it slips off, play the note 
again with your index finger, while drawing it off the keyboard. As your index finger 
slips off, play the note with your thumb. 




How to Play Repeated Notes 
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Compound Time Signatures 

Compound Time Signatures are time signatures in which the number of beats per 
measure can be evenly divided by 3. For example, 6/8 time is a compound time 
signature. 

Compound time signatures are often very hard to count in the normal way. Imagine 
trying to keep up "1-2-3-4-5-6" rapidly for hundreds of measures. 

When playing in compound time signatures, it is much easier to divide each measure 
into groups of three. 6/8 time would then have two beats (of three eighth notes each) per 
measure. Count "1-2" and play three notes per beat 



The Star Wars Theme 

In this Section, you'll play the main theme from the 1977 movie Star Wars. This theme 
contains repeated notes and is played in a compound time signature, 6/8 time. 

All of the music from Star Wars was written by composer John Williams, who also wrote 
the scores to Jaws, Raiders of the Lost Ark, E.T. and dozens of others. 

Music is extremely important in setting the mood of a film. Test audiences who saw 
Star Wars without the Williams score gave all indication that the film would be a flop 
Once the score was added, test audiences raved. Upon release, Star Wars became the 
biggest money-maker of its time. 



Section 34 - The Lessons 



34.01 
34.02 



34.03 



34.04 



34.05 



THEME FROM STAR WARS - You'll tap the right hand rhythm of Star Wars. 

STAR WARS MELODY - Pitch practice for the melody line of Star Wars. You'll find a 
number of hand position jumps while playing chords. Prepare for these carefully by 
getting into position for the new chord as early as possible. 

MELODY IN RHYTHM - You'll play the melody of Star Wars at a slow tempo. The 
Miracle plays the bass line. 

BASS WARS - You'll play the bass line to Star Wars with the metronome turned on 
Use the repeated note technique when it's time to play the notes up to speed. 

STAR WARS RHYTHM - You'll tap out the melody and bass line rhythms of Star 
Wars. You 1 notice that this piece is pretty fast at full speed. If you have trouble, go 
to the Practice Room and work on the rhythm of each hand separately. 
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34.06 




34.07 



34.08 




Star Wars 



STAR WARS NOTES - You'll play both the melody and bass line of Star Wars with 
the metronome turned off. You'll notice that the left hand takes over the melody in 
the middle of the piece. Concentrate on the left hand during this passage. 

USE THE FORCE, LUKE! - You'll play Star Wars at a variety of tempos from very 
slow to full speed. 

ORCHESTRA WARS - The Miracle accompanies you in a final performance of Star 
Wars. May force be with you! 
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Section 35 

La Bamba 



What You'll Discover 



Section 35 contains ten Lessons. In these Lessons, you'll learn: 
■ How to play La Bamba 

This Section presents a piece to sharpen the skills that you already have. Make sure 
you can play the music from all of the previous Lessons. If you have trouble, visit the 
Practice Room. 



La Bamba 



In this Section, you'll play a Latin-style Rock tune called La Bamba. This piece will 
challenge you with a little bit of everything you've learned so far. Expect to practice for 
a couple of weeks before you can play it smoothly. 

La Bamba was made famous in the mid-fifties when Ritchie Valens adapted a latino folk 
dance into his own Rock style. It was released as the "B" (considered less important) 
side of a Valens single. The "A" side was a song called Donna, which has faded into 
obscurity. 



Ritchie Valens 



Valens was born Richard Valenzuela in the Los Angeles suburb of Pacoima in May of 
1942. As a teenager, he toured the country, playing alongside other popular early 
rockers such as the Big Bopper and Buddy Holly. 

Following such a concert on a snowy night in Clearlake, Iowa, Holly announced that he 
was tired of bus travel. Instead, he chartered a four-seater plane to take him, the Big 
Bopper, and one other to the next city on their tour. The 17-year-old Valens, excited by 
the prospect of his first plane flight, spoke up for the extra seat. So did Holly's guitarist, 
Tommy Allsup. The decision was made by the flip of a brand-new half dollar coin. 
Valens called "heads" and won the seat.. .but lost his life. 

The plane crashed moments after take off. All three were killed, but their music still 
keeps their memory alive. 
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Section 35 - The Lessons 



35.01 



35.02 



35.03 



35.04 
35.05 



35.06 



35.07 



35.08 



35.09 



35.10 



stert^ th/f ^ m sWat,on as the Miracle demonstrates La Bamba. It 

starts in the first measure of the second screen, with a dotted quarter note next to an 
eighth note. This syncopated rhythm repeats throughout the piece. 

/W^™ "9^ - Roboman ^urns to help you practice the rhythm of the La 

2 Tto lift tur fi ne ' Re rI member K t0 h0ld down for th * ™ 'ength of the dotted notes, 
and to lift your fingers during the rests. If you have trouble, try playing by usine the 

rhythms displayed at the bottom of the screen. g 

LEFT HAND RHYTHM - You'll tap out the bass line of La Bamba. If the syncopated 
Optns S Me V nu yOU ' * ^^ Listen to *< «« *™ the Chalkboard 

LEFT HAND NOTES - Pitch practice for the bass line of La Bamba. 

S "^H N ° TES " PitCh Pr3CtiCe f ° r the mei0d y ofL ° B °«*°- You'll notice 

Ju'nfedT SSf " Y ° U '" P 'l y ^ mel ° dy ° f U Bamba With the met ~ e 
turned on. The last few screens have some tricky syncopation. Try to plav the 

syncopated notes directly between the beats. ryiopiaythe 

Ifmba Thf™ "^ ■ Y U t aP ° Ut b ° th the mel0d * and ba - "- to La 
vnTiS' I f ^T ma L keS tHiS Piece a chall e"ging one to tap. You'll know if 
you get out of sync because the melody will sound peculiar. 

Ok ^ N ° TES " Tw °- handed P iteh P««*ice on La Bamba. There is some very 
tricky fingering, so pay extra attention. Work on this Lesson until you can pl£ the 
notes without having to think about them. P Y 

LA BAMBA SLOWLY - You'll play La Bamba at several speeds, beginning with a 
Sitl temP °- Make ^ ° f tHe tlme Pr0V,d6d by the ™* t0 ™" E n^ hand 

S^SL^"" MiradC 3ddS a SP - —— — ^ fina, 
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Section 36 

The Final Challenge 



What You'll Discover 



Section 36 contains twelve Lessons. In these Lessons, you'll learn: 

■ How to read Sixteenth Note Rests 

■ How to play the Habanera from the opera Carmen 

This is the final Section of the Miracle course. It presents the most challenging piece 
yet. Make sure you can already play the music from all of the previous Lessons. If you 
have trouble, visit the Practice Room. 



Sixteenth Note Rests 



A Sixteenth Note Rest (also called a Sixteenth Rest) is a moment of 
silence that lasts for the same duration as a sixteenth note. 




Sixteenth Rest 



The Habanera 



The Habanera is a dance with words. This style is considered uniquely Cuban, although 
it actually originated in Africa. Although not well known today, during the mid-1800's 
the Habanera was considered to be the most popular dance in the New World. The 
closest modern dance equivalent is the Tango. 

Many composers have written Habaneras, each with their own unique rhythmic pattern. 
All Habaneras, however, are written in 2/4 time. 

In this Section, you'll play the Habanera from Carmen. 



Carmen 



The opera Carmen opened in 1875 to poor attendance and disappointing reviews. It was 
the final work of French composer Georges Bizet, who died the same year at age 37. 

Some historians suggest that Carmen's poor reception may have played a role in Bizet's 
early demise. If so, it is both sad and ironic. The opera became a smash success shortly 
after Bizet's death. 

The Habanera is the most famous piece from Carmen. It is performed in the first act by 
the title character, who is a bodacious gypsy woman. 
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Oddly enough The Habanera is the one part of Carmen that Bizet didn't write With 

ZtTu Tfr- BiZet U f d the me '° dy fr ° m a WOrk of one of hi * contemporaries 
mistakenly believing it to be a traditional folk song. In actuality, it was written only a 

Zefm nS ^ SpanlSh C0mP ° Ser Seb3Stian Yradier - and was -"tied El 
Arreglito {The Little Arrangement). 



Section 36 - The Lessons 



36.01 



36.02 



36.03 



36.04 



36.05 
36.06 



36.07 



36.08 



YOU'VE COME A LONG WAY - Listen while the Miracle demonstrates The 
Habanera. Pay particular attention to the rhythmic pattern that appears in the 
third measure of the melody. 

CARMEN: HABANERA - You'll tap out the left-hand part of The Habanera. The 
bass line has a dotted ostinato rhythm which continues throughout the piece. 

ofthl^h N ° TES i Pitch P ractice for the lef t-hand Part of The Habanera. Some 
of the stretches are so long that twisting your wrist is unavoidable. When doing 

lt\ 1 ? 6eP y ,°u r TI 3nd WriSt nexible as jt foIlows the hand f™m the low to 
the high notes and back down again. 

LEFT HAND IN RHYTHM - You'll play the left-hand part of The Habanera with the 
metronome turned on. Try to play as Legato (connected, as possible. If you have 
small hands, try playing the 2nd note of each measure a little shorter and jumping 
to the upper note. H s 

This Lesson is an excellent warm-up exercise to develop the strength you will need 
to play even more advanced pieces in the future. 

POP QUIZ! - Flashcards quiz you about dotted notes. 

Mn? HT ^,P RHYT ™ - T° U ' U te P out the ^ht-hand part of The Hal nera. 
Notice that the piece is filled with four measure rhythmic patterns that repeat over 
and over again. Concentrate on learning this pattern and the rest will be easy. 

*!£ ? IrT S T ES ; p , itch / ract r f or the right - hand > art ° f ™* »«*»««■ * 

so that vo S h not * ch ° rds « the last few screens. Give these extra attention 

so that you 11 be prepared when you add your left hand. 

RIGHT HAND IN TIME - You'll play the right-hand part of The Habarrera with the 
metronome urned on. This lesson should give your skills a challenge. If V ou have 

wfthout Stakes "^ * ^ ***" R °° m """' y ° U Ca " ^ * eve ^ «™> 
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36.09 






36.10 



a 36.il 



36.12 



The Final Challenge 



TWO HANDS IN RHYTHM - You'll tap out the rhythm of The Habanera with both 
hands. You'll discover that those Latin pianists keep their hands busy! Be ready for 
the sixteenth notes in the fifth measure. 

If you have trouble, freeze the screen by pressing the "START" button on your NES 
Controller, so you can work on the tricky spots with the metronome turned off. The 
keyboard won't make any sound so you'll have to feel the rhythm. 

CARMEN PRACTICE - You'll play The Habanera with the metronome turned off. 
Take as much time as you need going over the notes. Don't move ahead until you are 
absolutely sure of the fingering. 

CARMEN SLOWLY - You'll play The Habanera at various tempos with the 
metronome turned on. Be especially patient at the slower tempos. Because you've 
heard the piece at faster speeds, there is a natural tendency to speed up. 

STANDING ROOM ONLY - Your final performance of the Miracle Piano Teaching 
System course. The Miracle provides accompaniment as you play The Habanera. 
Try to stay loose as you play those large stretches in the left hand. 
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-5 Where to Go From Here 



Congratulations! You've finished the Miracle Piano Teaching System course and have 
mastered the basics of an exciting skill. You have every reason to be proud! 

You now know how to: 

■ Recognize the most commonly found symbols used in piano sheet music. 

■ Read and learn to play the notes, rhythms and fingerings of a piece. 

■ Break pieces into smaller sections and separate components ( pitch and rhythm). 

■ Coordinate your hands to handle changing hand positions, chords and types of ar- 
ticulation (such as staccato and legato). 

■ Blend notes using the damper pedal. 

It's time to continue your training by learning pieces on your own. Select pieces that 
interest you and try to practice daily Your skills in both playing and sight reading will 
continue to improve. 

Practice the way you did with the Miracle System, 45 minutes to an hour each day. 
Don't forget that playing for even a few minutes is better than not playing at all. 



Selecting New Pieces 

Visit your local music store and browse through the sheet music section. Let your 
preference in music determine what to choose. As a guideline, select pieces that do not 
contain unfamiliar notation (symbols you've not seen). At first, avoid taking on pieces 
with extremely intricate passages containing lots of sixteenth and thirty-second notes. 

Consider trying some of the following: 

General 

■ Scott Joplin piano rags 

■ Spiritual and Gospel arrangments 

Contemporary 

■ Folk music collections 

■ Movie soundtracks 

■ Popular songs 

■ Rock collections such as Beatles, Elton John and Billy Joel 

■ Beginning Jazz collections 
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Classical 

■ Bach's 2-Part Inventions 

■ Bartok's Mikrocosmos 

■ Schumann's Kinderscenen 

■ Some sonatas and sonatinas by Clementi, Haydn and Mozart 



Getting Further Instruction 

In addition to practice, the best way to further your studies is by taking piano lessons 

and/or music theory lessons. These are available through both group classes and private 
instruction. r 

Group Piano Lessons: 

Group lessons are frequently offered through Parks & Recreation departments 
community programs, adult education programs, and junior (community), state and 
private colleges They are an excellent way to follow-up on the concepts youVe learned 
from the Miracle course. 

Course prices vary depending upon who offers the program that interests you. They 
range from very inexpensive to several hundred dollars. 

Private Piano Lessons: 

For the student who wants to excel, there is no substitute for a good, qualified piano 
teacher. He or she can improve your playing in many areas beyond those taught in the 
Miracle course, such as technique, phrasing, dynamics, touch, rubato, variance in 
musical style and interpretation. You'll learn to play more difficult pieces, and pieces in 

different styles. 

Many also include theory lessons as part of the training program. 

Recitals, competitions and other performing opportunities are also part of a good 
teaching program and can greatly enhance your musical progress. There is little that is 
more fun and exciting than playing in public, and through a good piano teacher, you'll 
get that chance. 

Good teachers are usually found by word-of-mouth. The best place to start looking is by 
contacting the music department in a nearby college or University Most maintain a list 
ot respected and qualified music teachers in the area. 

Lesson prices range from about $30-$50 an hour. Some instructors offer half-hour 

lessons. 



144 





Where to Go From Here 



Theory Classes 

Music theory teaches you the underlying concepts behind music and how it is put 
together. Among other things, you'll learn about the formation of chords and chord 
progressions. 

Rock and Jazz musicians find this knowledge particularly useful because they must 
frequently improvise as they play. Classical pianists will find knowledge of theory 
helpful in learning to recognize patterns in complex pieces. This helps improve your 
sight-reading, interpretation and memory skills. 

Anyone interested in composing music will find theory invaluable. 

Theory classes, like group piano lessons, are frequently offered through community 
programs, adult education programs, and junior (community), state and private colleges. 
Prices vary. 

If You're Interested in Playing Jazz 

Jazz and improvisation is an art form that is best learned from a private instructor. 
Again, your local college is a good contact for suggestions on where to find a qualified 
instructor. 

Also, those interested in Jazz will find a strong emphasis on music theory invaluable. 

If You're Interested in Playing Rock 

Keyboardists are often sought by Rock bands. Your best course of training would be to 
learn about Blues, Jazz, and improvisation. Don't hesitate to make up stuff you like and 
play it. Listen to other Rock keyboardists to get ideas for a place to start. You'll discover 
many different styles of playing. Pick ones you like while you develop your own. 

Playing With Friends 

Whatever you decide to play and however you decide to play it, one of the most enjoyable 
ways you can learn more and take advantage of your new skill is to play music with 
others. You will find a wide range of classical material available for piano and one or 
two other instruments, as well as a rich standard repertoire for jazz and rock bands. 

Playing in a group will increase your confidence, improve your sight reading, fortify your 
rhythm skills and introduce you to challenges and material that you might not find on 
your own. Further, you'll find that an upcoming session with your friends makes 
practice more exciting and rewarding than ever. 



Listening to Music 



The single best thing you can do to develop as a musician is to listen to a lot of music. 
Choose music that you like, but pay special attention to pieces in which piano is featured, 
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If possible, try to listen to different performances of the same piece by both the same, 
and by different artists. You'll notice that slight differences in tempo, pacing and style 
can make one performance exciting and another dull or lifeless. 

Here are some artists you may want to consider: 

Rock Jazz 



The Doors 
Joe Jackson 
Billy Joel 
Elton John 
Jerry Lee Lewis 
Talking Heads 

Classical 

Concertos or Solo Work by: 

Bach 

Beethoven 

Brahms 

Chopin 

Debussy 

Gershwin 

Liszt 



Bill Evans 
Oscar Peterson 
Art Tatum 
Teddy Wilson 
Claude Boiling 
Andre Previn 



Mozart 

Prokofieff 

Rachmaninoff 

Ravel 

Scarlatti 

Schumann 

Tchaikovsky 



Friends and record store employees might also be able to offer suggestions, 
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History of the Piano 




In the Pidgin trading language of New Guinea, the concept of a piano is described as fa a 
box of music with teeth like a crocodile, suppose you fight it hard, it cries out.'' Although 
this definition captures little of the subtlety of today's piano, it accurately describes the 
piano's earliest ancestor. 

This ancestor is the organ, which was invented in the 3rd century B.C. by the Greek 
engineer Ktesibios. His instrument, which he named the Hydraulos, was the first 
keyboard instrument. The "keys" resembled tongues of wood, and worked like hydraulic 
pumps. When a key was pressed, water pressure forced air though pipes to make a 
sound. Of course, to fight the water pressure, Hydraulos players would have to pound 
the keys with their fists. 

Organs with far easier actions appeared around the sixth century, and quickly became 
the favorite instrument of the church. They are still popular there today. 

The first keyboard instrument to use strings, rather than pipes, was the Clavichord^ It 
was invented at some time during the Middle Ages, and became popular in the 1400's. 
The Clavichord contained brass strings that vibrated when a flattened brass pin was 
moved by the press of a key. Volume 
was controlled by the amount of 
pressure applied to the key. At its 
loudest, however, the Clavichord was as 
quiet as a mouse. 

This made the clavichord ideal for home 
practice. It also made it the instrument 
of choice in nunneries. Nuns loved it, 
because they could play without 
disturbing those around them. 

An Italian, Giovanni Spinnetti, was less 
impressed. He wanted a more powerful 
instrument, capable of producing louder 
sounds. With the advent of the modern 
power amplifier still some 450 years 
away, Spinnetti could only increase the 
volume by making an instrument with 
longer strings and a longer soundboard. 
In addition, his instrument, the 
Harpsichord, firmly plucked the strings 
with quills when keys were pressed. 
This created the loud sound that 
Spinnetti desired, although there was 
no way to quiet it down! 




Cembalo, 1599, by H. Ruckers, Antwerpen 
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hZLf? st"fnH h a e H 16th t CentUr r th3t °[ CheStraS beg3n t0 a PP ear ' and the harpsichord 
became a standard instrument in such ensembles. Performances by these early 

SS W6re n ' ^ PriV3te affairS f ° r r ° yaIty ' ° r hdd in a»ociaUon with a new 
musical form called opera. 

ke t vS« th TH P ° PUlarity ° f , k Y b ° ard mUSic began t0 flou ™h, few people owned 

comdfcated ha nH WaS T ° ^ * ^ *? *** ha ^-hords and clavichords were 
complicated hand-made instruments, and so were quite expensive. Royalty and 

uSREZtt&F them prcud,y ' but they were rare,y — e,Lhere - 

levf it p w b a 1 s c i n p t r h f rr anc rK w^Sffr -- " were practicaiiy unheard ° f ^ 

a Drof. to h P 1h yea ^ hat E A ng * Sh r hniSt J ° hn Bannister reaIized ^at there was 

shilling hpa ?f ° m them ; M 4 ,° d ° ck eVe ^ afternoon - Bannis ter would charge "a 
shilling a head for anyone interested in coming to his house to listen to the best 

musicians he could scrape up. 

tSt introduced themselves to the public in 1678 when another Englishman 

^knowTSaX hi T ^ h ?' ding C ° nCert f " the ' 0ft ab ° Ve his C0al store - Ha " d *' 
h»™£h7I t0day £° r h,S M ^' ah > w as among the many who performed on the 

Shot Th 1? r" S f We I - heat f d ,oft " Jt was said of these lofty performances, 

no?«H rf ' S t ° ^^ 3 Hearty Sweat may have the Measure of hearing many 

notable performers in the cheering Science of Musick." y 

h,^ t arly 17 °? % P u bl ! C P erformances w e«-e common, and the volume put out by the 
harps.chord made .t the logical keyboard instrument to play. This frustrated manv 
composers, who felt that subtle variations in volume we'e n'cessaryTn the expression of 
the.r music beyond the capabilities of the harpsichord. The highly opinionated Johann 
Sebastian Bach pubhcly called the harpsichord a "soulless instrument." 

What the world needed was an instrument that combined the volume of the harpsichord 
with the expressiveness of the clavichord. "dipsitnora 

m^th'f^ r 3S i ,0rn J J l ft WaS Called the G ™icembalo Col Piano E Forte 
£££££££ 3nd S ° ft) ^ ^ inVent6d by Ita,ia " ha ^ h - d d e^er 

•ItesS^n [t W CCame kn0Wn ' US6d a SySt6m ° f hammerS and dam P ers to control 
the strings. When a key was pressed, a small wooden hammer was thrown up against a 

c ealtrTS * ? "t^k", " ^ *"* W3S Stmck ha ' d - the hammer <*» strucSd 
creating a loud note. If the key was struck softly, the force of the hammer was lessened 

creating a quieter sound. When the key was released, a damper fell upon the string ' 
silencing ,t. This is essentially how pianos work today. g ' 

DesnftP ^ eXC - ited , ab ° Ut HiS inventi0n - Unfortunately, no one else seemed to be. 
Despite the piano s advantages, the harpsichord continued to dominate the musical 
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A German organ maker, however, was intrigued by Cristofori's hammer action design. 
In 1725, Gottfried Silbermann began copying Cristofori's piano and promoting it 
throughout Germany. Though excited by the instrument, he too found himself fighting 
an uphill battle to get it recognition. 

In 1736, Silbermann thought to promote the design by introducing his piano to one of 
the harpsichord's harshest critics, the great Johann Sebastian Bach. Silbermann's 
expectations were high as Bach played the instrument and gave it serious consideration. 

The famous composer agreed that the piano had a pleasant tone, but declared that the 
treble was too weak and the action too stiff. This infuriated Silbermann, who refused to 
speak to Bach for many years. 

Ironically, Silbermann ended up improving the instrument in exactly the areas that 
Bach criticized. By 1747, eleven years after he was introduced to it, Bach agreed that 
the piano was "coming along. 




Kirk Nurock's "Sonata for Piano and Dog," a work in four movements, Carnegie Hall, 1983 
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However, the first public concert featuring a piano was not held until 1767, fully 58 
years after the instrument's invention. An advertisement promoted the concert as a 
benefit held by a "Miss Brickler," who sang while accompanied "on a new instrument 
call'd a Piano Forte." 

The piano was well received at the Brickler concert, but it was a performance in the 
following year by Johann Christian Bach (the youngest son of Johann Sebastian Bach) 
that finally brought the instrument public acceptance. Suddenly pianos of numerous 
designs appeared all over Europe, and even in the New World. Future American 
president Thomas Jefferson, an extraordinary violinist and passionate music lover, 
bought a piano in 1771. 

At this time, the largest manufacturers of pianos were the French, led by Sebastien 
Erard, and the English, led by John Broadwood. French pianos were known for their 
crisp, delicate touch while the English pianos were known for their fullness of sound. 
The virtues of each were a topic of many arguments among composers in the late 1700's. 

The first American piano factory opened 
in Philadelphia in 1774, manufacturing 
instruments that favored the English 
design. 

Around that same time, the exploits of 
an extraordinary keyboard performer 
was spreading across Europe. He was a 
child prodigy of exceptional talent by 
the name of Wolfgang Amadeus Mozart. 
When the child began composing music 
at age four, his father realized that 
there was money to be made. By age 
six, Wolfgang was paraded past the 
royalty of Europe, leaving them stunned 
by his performances. 

At age fourteen, Mozart was so skilled 
that at a single exhibition, he was 
challenged to play "a Symphony of his 
own composition; a harpsichord 
concerto which will be handed to him, 
and which he will immediately play 
prima vista (on first look); a Sonata 
handed to him in like manner, which he 
will provide with variations, and 
afterwards, repeat in another key; an 
Aria, the words for which will be 
handed to him, and which he will 
immediately set to music and sing 
himself, accompanying himself on the 




Piano on which Mozart played 
in Prague, 1787 
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harpsichord; a Sonata for harpsichord on a subject given to him by the leader of the 
violins; a Strict Fugue on a theme to be selected, which he will improvise on the 
harpsichord; a Trio, in which he will execute a violin part all' improvviso (improvised); 
and finally, the latest Symphony composed by himself." Mozart met the challenge easily 
and the concert was a complete success. 

Mozart was another composer who quickly tired of the limitations of the harpsichord. 
Unlike Bach, however, he readily embraced the piano, legitimizing its use as a serious 
professional instrument. 

With the piano's endorsement by Mozart and his contemporaries, piano teachers soon 
found themselves in high demand. By 1779 in Vienna, over 300 piano teachers were 
making a comfortable living. 

In 1787, a 31-year-old Mozart was present at a performance by a young prodigy, the 

somber, but brilliant Ludwig van 

Beethoven. 

Mozart was never easily 
impressed. He correctly believed 
that few, if any composers were 
even close to being his equal. Of 
the 17-year-old Beethoven, 
however, he claimed "This young 
man will leave his mark on the 
world." 

Not everyone agreed with Mozart. 
Seven years later, when 
Beethoven studied the art of 
counterpoint with Johann Georg 
Albrechtsberger, the famous 
Viennese instructor insisted that 
Beethoven "has learned nothing, 
and will never do anything 
properly." 

Albrechtsberger's frustration rose 
from the fact that Beethoven's 
active imagination would distract 
him from the dry, traditional 
course of study This imagination, 
however, was Beethoven's greatest 
strength, and it is what marks 
him as one of the greatest 
composers in the world. To him, 
music was merely a puzzle to be 
worked out. His imaginative 
solutions yielded works of great 




Early performance of the London Quadrophonic 

Society 
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power and expression, often built from seemingly lackluster themes. In fact 
Beethoven's performances were so powerful that he was forever hiring musicians to run 
around the piano and remove the strings and hammers that he broke. 

Then again, Beethoven's performances had to be powerful. Concert halls were growing 
larger and larger, quickly exceeding the carrying power of 18th century pianos 
Although manufacturers knew that they could increase the piano's volume by using 
thicker strings, the sixteen ton tension required to tune such strings would snap a 
wooden piano frame like a twig. 

A Bostonian, Alpheus Babcock, solved the problem in 1830 by making a piano frame out 
of cast iron. Within a few decades, his design revolutionized the industry. A variation of 
Babcock s cast iron design is still standard in today's pianos, in which the thicker 
contemporary strings require tensions of over thirty tons. 

Babcock's design contributed to the rise of pianists such as Anton Rubinstein, a Russian 
who was known for thunderous performances. In Europe, most critics wondered what 
all the fuss was about, since Rubinstein often played sloppily, botching notes during his 
energetic recitals. Audiences, however, thrived on the energy Rubinstein put into his 
performances, and left his concerts feeling well entertained. Today Rubinstein is 
remembered as the founder of the so-called Russian School of piano playing, which 
emphasizes such fiery performances and virtuosity. 

An even more intriguing performer was Franz Liszt, whose handsome features, 
unrivaled skill and dramatic playing style evoked the same response from the women of 
his day that the Beatles evoked from their fans in the 1960's. Women would charge the 
stage, throwing jewels and shrieking in ecstasy. A fight would invariably break out over 
possession of the green gloves that Liszt would leave on stage after the performance 
One woman is said to have fished through trash for the stub of a cigar that Liszt had 
smoked, and then earned the stub in her bosom until the day she died. 

Liszt was considered the greatest and most popular pianist in Europe, but another 
composer, Frederic Chopin, had a far greater impact. 

Chopin was a small, foppish man to whom social circles and proper fashion meant 
everything Although lacking Liszt's personal magnetism, he still amazed audiences by 
playing with a grace and agility that seemed impossible to achieve with his tiny, delicate 
hands. Ibday, Chopin is best remembered as the pioneer of an entirely new style of 
music, ca led Romanticism. This form, which is still popular today, concentrated on the 
emotional aspect of music instead of the technical, and often abandoned the rigid forms 
imposed by the earlier composers. 

As music changed, so did the piano. In 1836, German cabinet maker Heinrich Steinweg 
built a piano in his kitchen which combined Babcock's cast iron frame with the recent 
English notion of pedals, and the hammer action improvements made by the French It 
was the first modern piano, and the birth of the piano's most prestigious manufacturer 
Steinway & Sons. 
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In 1853, Steinweg moved his business and his family to New York, where it remains 
today. By this time, piano playing had caught like wildfire, and the instruments could 
be seen everywhere. They were even common in the rugged American west, where piano 
players made their way into dance halls, bar rooms and bordellos. 

By 1870, there were over 7000 piano manufacturers in the United States alone, and 
production was increasing almost twice as fast as the population. Over the next twenty 
years, one out of every six Americans were somehow involved in the piano industry. 

During this time, manufacturers began experimenting in earnest, making stranger and 
stranger variations on their designs. Inventors would stop at no length to appeal to the 
public's piano-driven obsession. Some of these pianos were round. Others were square 
or wing shaped. Still others stood upright. Some had keyboards on each side so that 
several pianists could play at once. The Janko piano's keyboard looked more like a 
typewriter than anything else. Emil J. Cost's contribution was the smallest working 
piano in the world, measuring W x 3*fc" x GW — about the size of a short paperback 
book! 






Julbruineo Trade Mark- 



Typical player piano ad 
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Perhaps the most unique of these inventive pianos was the one that required no pianist. 
The player piano could duplicate a performance by rolling a hole-punched sheet of 
cardboard past a line of air jets, one for each key. Each hole represented one note of the 
performance. When a hole passed a jet, the air shooting through it would fire the 
appropriate hammer at the piano's strings. 

These player pianos could accurately record many aspects of a performance, including 
dynamics and pedal activity. As a result, surviving player piano rolls provide us with 
accurate recordings of performances that were played long before the advent of modern 
recording equipment. 

A wide variety of music was available for player pianos, but the most popular of the day 
was a new style of playing called Ragtime, which stood for ragged time. Ragtime tunes, 
called Piano Rags, were highly syncopated pieces that favored fast tempos and a more 
staccato flow. 

As a result of Ragtime, the piano's popularity increased more than ever. By the turn of 
the century, almost 365,000 pianos a year rolled out of the factories. The stranger 
designs had mostly disappeared, leaving pianos primarily in the form of either 
wing-shaped Grands or Uprights. The Grand piano produced far louder and superior 
sound, and so was used for concert performances. The Upright's smaller footprint, 
however, made it the piano of choice for the home. 

The Upright was also the favorite of artists in another new style of music, Jazz. This 
uniquely American form found its roots in both Blues and Ragtime. Unlike these single 
instrument styles, however, Jazz was played by small bands, usually made up of a 
piano, a coronet, a trombone and a bass. 

The thing that made early Jazz most unique, however, was that it was rarely written 
down. Few Jazz musicians could read music. Instead, these musicians depended on 
their skill, intuition and experience. The Jazz age heralded a return to the art of 
improvisation which, though applauded in Mozart's day, was frowned upon by the 
classical performers of the late 19th century, and is still uncommon in classical 
performances today. 

The early 1950s saw the most unique addition to the piano since the cast iron frame. 
This addition, first made by the Wurlitzer Company, was electricity. With it, the era of 
the easily transportable piano had arrived. 

In an electric piano, the hammers strike metal reeds or rods whose vibrations create 
electrical signals. These signals are then sent to an amplifier and a speaker which 
reproduces them as sound. The sound, however, is somewhat different from that of a 
traditional piano. As a result, the electric piano found a home in new, rather than 
classical forms of music. 

While the electric piano was sparking some interest, a group of German inventors and 
composers were learning how to produce sounds by entirely electronic means. They 
used a device called an oscillator, which when coupled with a keyboard by Robert Moog 
in 1965, formed the first synthesizer. 




^ 
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It was using this Moog synthesizer that composer Walter Carlos created the 1969 album 
Switched on Bach. Bach's music lent itself magnificently to the unusual sounds of this 
new keyboard instrument. The result legitimized the synthesizer while introducing the 
works of the baroque period's greatest composer to a new generation. 

Synthesizers have made enormous advances since the early Moogs. Although today's 
synthesizer can still make unique electronic sounds, it can also accurately reproduce the 
sound of many traditional instruments. 

This is done by a process called sampling. The process starts by making a digital 
recording of notes played by a real instrument. Using computer technology, the sound is 
converted into a series of numbers, which can later be converted back to sound. This is 
the same process by which Compact Discs work. 

In synthesizers, these numbers are stored in a computer chip rather than on a disc. 
When the keyboardist plays a note, the synthesizer converts the numbers for that note 
back into sound. The result is the exact sound of the instrument that was originally 
recorded. 

By the early 1980's, computer 
technology was also being used to 
attach sequencers to electronic 
keyboards. These were devices 
that would digitally record 
performances, allow you to edit 
them or overlay additional musical 
sequences, and then play them 
back for you through the 
synthesizer. Unfortnately, each 
manufacturer's sequencer would 
work only with their own 
synthesizers. 

In 1982, representatives of the top 
synthesizer manufacturers met to 
discuss this compatibility problem. 
The result was MIDI (Musical 
Instrument Digital Interface), 
which became the standard format 
for sending data between 
instruments and sequencers (or 
other instruments). MIDI turned 
out to be so versatile that it is also 
used to control stage lighting, 
special effects and video 
equipment. All manufacturers 




The 1922 Operatic Marathon winners, 
after 51 hours of continuous song. 
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Japanese robot that plays organ and 
reads music through TV camera "eyes" 

support the MIDI standard today. The Miracle keyboard supports MIDI too. 

The combination of sampling and MIDI have changed the way many composers work. 
Making a recording no longer requires dozens of musicians, a studio, and a room full of 
recording equipment. A single composer with a sequencer and a keyboard can create the 
sound of everything from a rock band to an entire symphony orchestra. The composer 
does this by using the sythesizer to create one instrument sound at a time, and then 
sequencing all of the sounds together. In fact, most of today's movie soundtracks are 
created in exactly this manner. 

MIDI keyboards are also a great boon to Rock musicians. A keyboardist can take the 
place of an entire wind, brass or string section, providing a range in instrumentation 
that was once impossible to create in a live Rock performance. In addition, some bands 
use sequencers to help them perform songs that normally require many more musicians. 
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Life before the Miracle 





All of these things are done on synthesizers similar to the Miracle keyboard, which is 
capable of reproducing 128 different sampled stereo sounds. In the Miracle Piano 
Teaching System, you'll use it with a sample of an instrument that has a rich three 
hundred year tradition. ..the piano. 
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The Theory Behind the Miracle 

The Miracle Piano Teaching System is the first computer program that teaches you how 
to read and play music on the piano. It does this by providing interesting activities and 
games that, step by step, build your knowledge and playing skills. If you've been 
through the Miracle course, you're familiar with how this works. 

But what happens inside the Miracle Piano Teaching System? This chapter describes 
the inner workings of the Miracle software, and explains how the Miracle seems to 
"know so much" about piano playing. 



Lessons and Sections 

The Miracle teaches piano in small steps. These steps are called Lessons. The entire 
course consists of several hundred Lessons, broken down into 36 logical Sections. One 
Section, for example, introduces rhythm. Another Section introduces staff notation (how 
music is written). 

These Sections are arranged to give you the basic skills first, and then to improve upon 
these skills while introducing more advanced concepts. When you successfully complete 
a Lesson, you go on to the next Lesson in that Section. When you complete the last 
Lesson in a Section, you go on to the next Section. 

But what happens when you don't get through a Lesson the first time? 

Human piano teachers watch you as you practice. If you don't get through one of their 
lessons properly, the teacher gives you special exercises to help you get over the problem. 

The Miracle does the same thing. It listens to how you play, and then analyzes your 
performance. If you encountered problems, it too creates a special exercise to help you 
overcome those problems. Here, in rough outline, is how it works. 



The Analysis Phase 

The Miracle analyzes your playing both during the performance and afterward. 

During your performance, the Miracle listens to make sure you are playing the right 
note or notes at approximately the right times. In some activities, the Miracle will 
indicate mistakes by placing a large blue "X" underneath each note you misplayed. 

The Miracle also records your performance for later analysis. It keeps a record of which 
keys you press, when you press them, how hard you press them, and when you release 
them. The Miracle calls this data the AMS, or Actual MIDI Stream. 

When you finish playing, the Miracle compares your AMS with its Ideal Music Stream 
(IMS). This is its recording of what the performance is supposed to sound like. 
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Choosing the Most Significant Error 

^s£z% z^zt% 'irrxt the t-v v* - w * >°» 

you p,a y e d the „„ tes wring. J/^Zr'Zlt'^ZT * " ^""^ """ 
The Miracle classifies each of your errors as one of 200 error tvoes These t™. — 

pa^cufa^nlntth 5 """"'V** °" devel °P-e different skills, the Miracle pays 



Creating Exercises 
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Oops Chalkboards 






Once the exercise is selected, the Miracle creates a Chalkboard screen that tells you 
what your error was, and what exercise you'll do to work on it. It does this by combining 
two pieces of text: the first comes from a list of phrases associated with each error 
category, and it tells you what you did wrong; the second comes from a list of phrases 
associated with the activity, and it tells you what you're going to do to correct the 
problem. The two phrases are combined using common rules of English. 

This explains why the Oops chalkboards have no section and lesson number on them. 
They are custom-made to match your error, so they don't come from any particular 

U-sson. 



After the Exercise 




Your performance in the exercise is analyzed in much the same way as your performance 
in the Lesson. If you receive a passing grade, the Miracle returns you to the Lesson 
where you first had the problem. If you make many mistakes in the exercise, the 
Miracle creates another exercise to practice with. 

As you work with these exercises, your skills gradually improve. Eventually, you will be 
able to get through the initial Lesson and move on to the next. 
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About The Keyboard 



This chapter provides the following detailed information about the Miracle keyboard: 

■ How to Connect the Foot Pedal 

■ How to Connect the Earphones 

■ How to Connect the Miracle to a Stereo System 

■ How to Select Different Patches (Instrument Sounds) 

■ How to Split the Keyboard between two Patches 

■ How to Use the Miracle with MIDI 



Connecting the Foot Pedal 

The pedal that comes with the Miracle functions as a Damper pedal. Connect it by 
plugging it into the two-pin "Foot Pedal" jack on the back of the Miracle keyboard. It 
does not matter which side of the plug is up. The pedal should sit on the floor with the 
foam (squishy) side up. 



Connecting the Earphones 

The stereo earphones included with your Miracle bypass the Miracle's speakers when 
connected, so that you can practice without disturbing those around you. 

Connect the earphones by plugging them into the "Head Phone" jack on the back of the 
Miracle keyboard. 

Note: Metronome clicks come from your television speaker, and so are not affected by 
the use of earphones. To quiet the metronome, turn down the volume on the television 
itself. 



Connecting the Miracle to a Stereo 

The sound from the Miracle can be played through your stereo, enabling you to produce 
louder sound. This also enables you to record your performances, provided that you 
have a tape deck attached to your stereo. 
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To connect the Miracle to a stereo, you must First purchase two Male-to-Male RCA-tvne 
connectum cables, one for each stereo channel. This is the same type of cable SaV 
connects your stereo receiver to your tape deck. CD player, or turntable Tome stores 
also sell a single stereo cable that combines two regular cables together. SuTcabTes 
have two RCA-type plugs on each end. These work fine too, and you'll only have to buy 

^StSSS^Z a y^SjS ^ Hny St ° re that Sel,S Stere ° ° r — "— «•*-* 
SrSS £2 feceter ^^ °" "" ""* °' "" ^ **™* 

^^^^%£Z™^ - back — — 

i r h t TM Peal ^ erS T the MhaC ! e are " 0t disabled when these c ables are plugged in Instead 
fakers "^ *" ^ b ° th "" inter " al S ? eakers and ^ r stereo ' 



Selecting Different Patches 

wS,W he T!f 'I- h8 I mUSidanS use t0 refer t0 the Afferent instrument sounds in a 
synthes zer. The Miracle contains 128 different patches. Six of these are the default 
sounds that are assigned to the left six buttons on the top of the keyboard They are: 
(Grand) Piano Harpsichord (Pipe. Organ 

(Motor) Vibraphone (Dyno-Rhodes) Electric Piano Synthesizer (Pad 5) 

Jo use those instruments, press the button for the instrument you want. The LED 
above the selected button will light up. Lt,u 

^Taltr a t C slTM n ; t" P Z d f nCd S™* 58 ° f S0Unds ' C3lled Presets < ° r enter 
a 287atche S WhlCh y ° U Ca " Select any sin ^ le one of the Miracle's 

L°£££ WSJEE* first place the keyboard over,ay ~ the buttons 



Selecting Presets 



In trL^^l^Tk 5? FJT tHe keyb ° ard ° Ver,a >' 0Ver the button « *"d lights 
21 I „ u P ° u M, . rade ' th f n h ° ld d0wn the SELECT °n"on on the Miracle keyboard 

preset cUSjS?' wT ^ ? T^ S?™ butt0n ' The '* ht next to the "^ 
preset, CLASS/CAL, will start to blink. The five patches in this preset can now be 

ptRSloTbTttons 6 MEL ° DY l ' MEL ° DY * A ^OMPANY P BASS, or 
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To select a different preset, hold down SELECT and then SCROLL DOWN or SCROLL 
UP until the light flashes next to the group you want. 

To return to the default preset, hold down SELECT and then SCROLL DOWN or 
SCROLL UP until none of the LED's flash. 



The folio wi 


:ng preset groups 


are available: 








PRESET 


MELODY 1 


MELODY 2 


ACCOMPANY 


BASS 


PERCUSSION 


Classical: 


Clarinet 


Oboe 


Strings 


Sfe Brass 1 


Xylophone 


Rock: 


Fuzz Guitar 


Stop Guitar 


Pluck Synth 


Stick Bass 


Percussion 1 


Jazz: 


Saxophone 


Vibraphone 


Jazz Guitar 


Fretless Bass 


Percussion 3 


Blues: 


Harmonica 


Organ 


Steel Guitar 


Electric Bass 


Percussion 1 


Rap: 


Kalimba 


Mod Synth 


Clean Guitar 


Moog 


Effects 2 


Latin: 


Pan Flute 


Marimba 


Guitar 


Upright Bass 


Percussion 2 


Country: 


Banjo 


Violin 


12-String Guitar 


Detuned Piano 


Percussion 1 


Cathedral: 


Harp 


Horns 


Vox 3 


Pipe Organ 


Church Bells 


New Age: 


Harmonica 


Tube Bells 


Digital Waves 


Fretless Bass 


Log Drum 



Library Select Mode 



To enter Library Select Mode, first place the keyboard overlay over the buttons and 
lights on the top of the Miracle, then hold down the SELECT button on the Miracle 
keyboard and while holding it. press the SCROLL UP button.The light next to the words 
LIBRARY SELECT will start to blink, and the MELODY 1 light will be lit. Patch 0, 
GRAND PIANO is now selected. 

Use the buttons on the keyboard to scroll through the list of patches as follows: 



MELODY 1 



BASS 



MELODY 2 



PERCUSSION 



ACCOMPANY 



Scrolls forward through the patches, one at a 
time. 

Scrolls backwards through the patches, one at 
a time. 

Scrolls forward through the patches, jumping 
ten at a time. 

Scrolls backward through the patches, jumping 
ten at a time. 

Jump to patch 64 (SYNTH BELLS). 



SELECT Jump to patch (GRAND PIANO) 

If you scroll past the ends of the list, you will wrap around to the other end of the list. 
To exit Library Select Mode, hold down the SELECT button and press SCROLL DOWN. 
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Available Patches 



The following patches are available though both Library Select Mode and MIDI control: i. 



000 Grand Piano 

001 Detuned Piano 

002 FM Piano 

003 Dyno 

004 Harpsichord 

005 Clavinet 

006 Organ 

007 Pipe Organ 

008 Steel Guitar 

009 12-String Guitar 

010 Guitar 

011 Banjo 

012 Mandolin 

013 Koto' 

014 Jazz Guitar' 

015 Clean Guitar 1 

016 Chorus Guitar 

017 Fuzz Guitar 

018 Stop Guitar 

019 Harp' 

020 Detuned Harp 

021 Upright Bass T 

022 Slap Bass r 

023 Electric Bass' 
024Moog 

025 Techno Bass 

026 Digital Waves 

027 Fretless Bass 1 

028 Stick Bass 

029 Vibraphone 

030 Motor Vibraphone 

031 Xylophone 

032 Marimba 

033 Glockenspiel 1 
034Kalimba r 

035 Tube Bells 

036 Steel Drums 

037 Log Drums' 

038 Strings 1 

039 Pizzacato 

040 Strings 2 

041 Violir? 

042 Trumpet 1 



043 Trumpets 

044 Horn r 

045 Horns 

046 Trombone' 

047 Trombones 

048 Cup Mute Trumpet' 

049 Sfz Brass 1 

050 Sfz Brass 2 

051 Saw Synth 

052 Tuba' 

053 Harmonica 

054 Flute' 

055 Pan Flute' 

056 Calliope 

057 Shakuhachi 

058 Clarinet' 

059 Oboe 1 

060 Bassoon ' 

061 Sax 1 

062 Church Bells 

063 Big Bells 

064 Synth Bells 

065 Vox 1 

066 Vox 2 

067 Vox 3 

068 Mod Synth 

069 Pluck Synth 

070 Hard Synth 

071 Syntar 

072 Effects I 2 

073 Effects 2 2 

074 Percussion I s 

075 Percussion 2 2 

076 Percussion 3 2 

077 Sine Organ' 

078 Organ 3 

079 Pipe Organ 3 

080 Harpsichord 3 

081 Synth Pad 1 

082 Synth Pad 2 

083 Synth Pad 3 

084 Synth Pad 4 
0a5 Synth Pad 5 



086 Synth Pad 6 

087 Synth Pad 7 

088 Synth Pad 8 

089 Synth Pad 9 

090 Synth Pad 10 
091SvnthPad 11 

092 Synth Pad 12 

093 Synth Pad 13 

094 Synth Pad 14 

095 Synth Pad 15 

096 Tube Bells 1 

097 Frogs / Ducks 
il!W Banjo 1 

099 Shakuhachi' 

100 Piano' 

101 Vibraphone' 

102 FM Piano' 

103 Clock Bells' 

104 Harpsichord' 

105 Clavinet' 

106 Organ 1 

107 Pipe Organ' 

108 Metal Guitar' 

109 Stick 1 

110 Guitar' 

111 Xylophone' 

112 Marimba 1 

113 Syn Trombone' 

114 Syn Trumpet' 

115 Sfz Brass l' 

116 Sfz Brass 2' 

117 Saw Synth 1 

118 Church Bells' 
119Marcato' 

120 Marcato 

121 Violin' 

122 Strings 3 

123 Synth Bells' 

124 Techno Bass' 

125 Mod Synth' 

126 Pluck Synth 1 

127 Hard Synth' 



S^d^™ ^.^ le Voice ' u which aM0WS th ! Mirade to P' a * UD to sixtecn ™tes simultaneously. All 
other programs are dual voice, allowing up to eight notes to be played simultaneously. 

See the table on the next page for a list of these sounds. 

To be true to the nature of the sampled instrument, these patches do not respond to velocity. 
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Effects and Percussion Patches 

The following table describes how the special effects and percussion sounds are mapped 
onto the keyboard. Each effects or percussion patch contains up to 9 different sounds, 
which can be played on 6 keys each. Each key of a particular sound will play at a 
different frequency (higher or lower), just like a normal instrument. 

If you wish to play these sounds on the keyboard, select the patch that has the sound 
you want, then play the keys that correspond to that sound. For instance, to hear the 
keyboard play applause, select patch 73, then play keys starting at the second set of six 
(the first F-sharp through the first B on the keyboard). 













MIDI Note Numbers 








Patch 


30-35 


36-41 


J 42-47 


48-53 


54-59 


60-65 


66-71 


72-77 


78-83 


072 Effects 1 


Jet 


Gunshot 


RoboDeath 


Whoosh 


Punch 


Slap 


Duck 


Ow!l 


Ow!2 


073 Effects 2 


Yesidingj 


No I buzz t 


Applause 


Dogburk 


Door croak 


Door slam 


Boom 


Car skid 


Goose 


074 Percussion 1 




Kick Drum 


Snare 


Ibms 


Cymbal 


Closed Hat 


Open Hat 


Ride 


Shaker 


076 Percusaion2 




Rim Shot 


Exotic 


Congas 


Timbale 


Cowbell 


Bongos 


Whistle 


Clave 


076 Percussion 3 


Ratchet 


Snap 1 


Snap 2 


Dripdrum 1 


Dripdrum 2 


Wet clink 


Talk Drum 


Agog© 


Explosion 



Note that the first key on the keyboard corresponds to MIDI note 36, so sounds that fall 
below that number are available only through MIDI. 





Splitting the Keyboard 

Splitting the keyboard means to assign one patch to the left half of the keyboard and a 
different patch to the right half. This can be done in all modes except Library Select 
Mode. 

To split the keyboard: 

Press and hold the button you want to assign to the keyboard's left side (everything to 
the left of Middle C). Now press the button you want to assign to the keyboard's right 
side (Middle C and everything to the right of it). 

When you release the buttons, the indicator lights for both instruments stay lit, and the 
keyboard is now split. 

Cancel the split by selecting any other patch. 
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Connecting the Miracle to a MIDI Device 

The Miracle can be connected via MIDI (Musical Instrument Digital Interface) to a 
standalone or computer-driven sequencer that can digitally record your performances as 

S u : h MiDiT SP T rge an f p !? y back these performan ces throu ^ h lhe mS 

s^nXsizfr 3 C3n 3 USGd 3S 3 keyb ° ard input device f0r another 

To connect the Miracle to a MIDI device, you must first purchase two MIDI cables. 
MIDI cables can be found m any store that specializes in electric and electronic 
instruments (such as guitar stores). 

S^^mim ■ b f Ween ^1 MI ^/rTf Ck ° n the back ° f the Mirac]e keyboard and 
the MIDI OUT jack on your other MIDI device. 

2S^-2™ h T^ b !f betWCen 2" " Mm ° Ur ° n the back 0f the Miracle ^^rd 
and the MIDI IN" jack on your other MIDI device. 



MIDI Technical Data 



St key ?°f l alWayS Sends MIDI formation on MIDI Channel 1 and receives 
onetime g * ™ S Mom for ^ different patches to be P^yed T 

The MIDI data understood by the Miracle keyboard is defined below. 



Status 
HEX BINARY 



MIDI DATA 



Number 

of data 

bytes 



Description 



9n 


lOOlOnnn 


2 


Note on/off 


Bn 


lOHOnnn 


2 


Control change 


Cn 


HOOOnnn 


1 


Program change 


Fn 


llllOnnn 


varies 


SysEx commands 



nnn = Midi Channel 

i.e. 000 is Channel 1, 001 is Channel 2, and 111 is Channel 8 
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MIDI information sent FROM the Miracle keyboard: 

NOTE ON COMMAND: 





1) Note on command 

2) Key number 

3) Velocity 

NOTE OFF COMMAND: 

1) Note on/off command 

2) Key number 

3) NOTE OFF 



(90h) 

( 24h through 54h ) 

( Olh through 7Fh ) 



( 90h) 

( 24h through 54h ) 

(OOh ) 



PATCH CHANGE COMMAND: 

1) Patch change 

2) Patch number 
* Patch change is sent only in Library mode. 

SUSTAIN OFF COMMAND: 



(COh) 

( OOh through 7Fh ) 



1) Control change 

2) Sustain Pedal 

3) SUSTAIN OFF 

SUSTAIN ON COMMAND: 

1 ) Control change 

2) Sustain Pedal 

3) SUSTAIN ON 

MIRACLE BUTTON ACTION: 

1) SysEx command 
bb = button on/off 

00 - Button 1 off 

01 - Button 2 off 

02 - Button 3 off 

03 - Button 4 off 

04 - Button 5 off 

05 - Button 6 off 

06 - Volume - button off 

07 - Volume + button off 



( BOh ) 
( 40h ) 
( OOh — Pedal released [OFF] ) 



(BOh) 
( 40h ) 

( 7Fh — Pedal pressed [ON] ) 

FOh, OOh, 00h, 42h, Olh, Olh, bb, F7h 

08 - Button 1 on 

09 - Button 2 on 
0A - Button 3 on 
OB - Button 4 on 
0C - Button 5 on 
0D - Button 6 on 

0E - Volume - button on 
OF - Volume + button on 



KEYBOARD BUFFER OVERFLOW ERROR: 



1 ) SysEx command 



FOh, OOh, OOh, 42h, Olh, 03h, Olh, F7h 



MIDI BUFFER OVERFLOW ERROR: 



1) SysEx command 



FOh, OOh, OOh, 42h, Olh, 03h, 02h, F7h 
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MIRACLE FIRMWARE VERSION: 

1) SysEx command 
version = x.y 



FOh, OOh, OOh, 42h, Olh, 05h, x, y, F7h 
(from version 1.0 to 99.99) 



MIDI information received by the Miracle 

NOTE ON COMMAND: 

1) Note on command 

2) Key number 

3) Velocity 

NOTE OFF COMMAND: 

1) Note off command 

2) Key number 

3) NOTE OFF 

VOLUME LEVEL COMMAND: 

1) Command change 

2) Main volume 



( 90h through 97h ) 
( 18h through 54h ) 
( Olh through 7Fh ) 



( 90h through 97h ) 
( 18h through 54h ) 
( OOh ) 



( BOh » 
(07h) 
( OOh [LOWEST] through 7Fh [FULL] ) 



3) Volume level 
SUSTAIN PEDAL ON/OFF COMMANDS: 

1) Command change ( BOh through B7h ) 

2) Sustain Pedal ( 40h ) 

3) On or Off ( OOh [OFF] or 7Fh [ON] ) 

LOCAL CONTROL ON/OFF COMMANDS: 



1) Command change 

2) Local control 

3) On or Off 

ALL NOTES OFF COMMAND: 

1) Command change 
2» All notes off 
3) data 



( BOh) 
(7Ah) 
( OOh [OFF] or 7Fh [ON] ) 



(BOh) 
(7Bh) 
( OOh ) 



MIRACLE FIRMWARE VERSION REQUEST: 

1) SysEx command FOh, OOh, OOh, 42h, Olh, 04h, F7h 



» 
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PATCH SPLIT COMMAND: 

1) SysEx command FOh, OOh, OOh, 42h, Olh, 06h, mc, lp, up, F7h 

mc = MIDI channel (0-7) 
lp = lower patch number 
up = upper patch number 

Each MIDI channel may be split in the same fashion as a keyboard split. Thus two 
different patches may be combined on one MIDI channel. The lower patch is 
selected for notes 36 through 59. The upper patch is selected for notes 60 through 
83. 



ALL LEDs ON COMMAND: 

1) SysEx command 
LEDs TO NORMAL COMMAND: 

1) SysEx command 



FOh, OOh, OOh, 42h, Olh, 08h, F7h 



FOh, OOh, OOh, 42h, Olh, 09h, F7h 
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The MIRACLE Piano Teaching System 
MIDI Implementation Chart 



Function 



Basic 
Channel 



Default 
Changed 



Mode 



Default 

Messages 

Altered 



Note 
Number 



True Voice 



Velocity 



Note On 
Note Off 



After 
Touch 



Keys 
Channel 



Pitch Bender 



Control 
Change 

Program 
Change 



Volume 7 
Sustain 64 
Local on/off 122 
Notes off I 123 



True Number 



System Exclusive 



System 
Common 

System 
Real Time 



Song Position 

Song Select 

Tune Request 



Clock 
Commands 



Aux 
Messages 



Local On/Off 
All Notes Off 
Active Sensing 
System Reset 



Transmitted 



1 
1 



* * * * * 



36-84 



O 
X 



X 
X 



o 

X 
X 



1 



0-127 



O 



X 

X 
X 



X 
X 



X 
X 
X 
X 



Recognized 



1-8 
1-8 



(24) 36-85 



O 
X 



X 
X 



o^ 

o 
o 
o 



0-127 







X 
X 
X 



X 

X 



o 
o 

X 

o 



Revision: H 
Date: 10-1-90 



Remarks 



Up to 8 simultaneous channels 
may be received. 



Some sounds respond to notes 
24-35 thru MIDI/Miracle port. 



Program changes are only sent 
while in Library mode. 



See System Exclusive Messages. 



Notes: 



Mode 1: Omni ON, Poly 
Mode 3: Omni OFF, Poly 



feg"? ?**t J 8 Sent thr ° u S h M,DI <>n output channel only! " 

BZEfc""^ ° n any/aH MIDI ■"■* ^nnels'and changes overall 






Mode 2: Omni OFF, Mono 
Mode 4: Omni OFF, Mono 



O-Yes 
X-No 



n 

n 
n 




~i 
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Some Common Problems 






Here are some commonly asked questions about the Miracle Keyboard and Piano 
Teaching System. 

I don't hear anything when I press a key on the keyboard. 

■ Check that the earphones aren't connected. When headphones are attached, 
the speakers on the Miracle are turned ofF. 

■ Check the volume. Make sure that at least 3 or 4 volume LED's are lit up. 

■ Check the power supply. Make sure it's plugged into the wall, and make 
sure the other end hasn't slipped out of the back of the Miracle. 

■ Make sure the Miracle is turned on. 

When I turn on my Nintendo, nothing happens. 

■ Check the Miracle cable. It must be plugged into NES controller port #1. 
The NES will malfunction if the Miracle is attached to controller port #2. 

■ Check the Miracle cartridge. Make sure it is fully inserted into the NES and 
pushed all the way down. 

■ Make sure your TV is turned on, and that the brightness is high enough so 
you see a picture. 

■ Check your NES connections to your TV. If you're not sure how things 
should be connected, look in the manual that came with your Nintendo. 

I can't hear the metronome. 

■ Check the volume on your TV. The metronome sound comes out of the TV. 
not out of the Miracle keyboard, so your TV volume must be high enough for 
you to hear it. 

■ Check your NES. See if other games make noise. If they don't, make sure 
your NES is properly connected to your TV (see your NES manual). 

■ Make sure you're supposed to hear a metronome. Some activities, like the 
duck game or pitch practice, don't have a metronome sound. 

I can't hear the metronome when I use the earphones. 

■ The metronome sound comes out of your TV, not out of the Miracle speakers 
and not out of the earphones. Make sure the TV volume is loud enough so 
you can hear the metronome while you are wearing your earphones. 
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I pushed the "Piano" button, but it doesn't sound like a piano. 

■ Look for a blinking volume LED. If you find one, the keyboard is in library 
mode, or m one of the preset modes. Hold down the SELECT buttonTon the 

iTiafn ' ^ PreSS ^ SCR ° LL ° 0WN butt ° n - Then * the VTano bu t 

" Ind e adifferentT ^ T^F*!* °™ S0Und f0r the notes bel ° w "-^dle C 
and a d.fferent sound for the notes above). Press the Piano button again, by 

The pedal doesn't work. 

■ Make sure the foam side is facing up. 

- Make sure the connector is fully inserted into the back of the Miracle. 

The keyboard makes noise, but the program isn't responding to what I play. 

' M ake . SUre i 1 ! e M ^ de Cable is pr °P erI y connected, both to the back of the 
Miracle and to NES controller port #1. 

" fcon at' th p M h r ?* Cle % d ? monstratin g something for you. Look for the "DEMO" 
-con at the bottom of the screen. If so. wait for a lesson where you play. 

s^rT' 6 " h °° ked b,t0 ^ Stere °' bUt S ° Und StU1 com - out of the Miracle 

■ Pegging your stereo into the RCA connectors on the back of your Miracle 
doesn't disable the Miracle speakers. Miracle 

The Miracle is hooked into my stereo, but nothing comes out of my speakers. 

" S'the v e otum^ ir!" V °'T e " Set High en ° Ugh - ^ Miracle v °'™e con- 
trois the volume that your stereo gets. 

" Fnr eC m k thS R r CA C °" neCt ° rS - Make Sure each is P^gg^ into the right place 

" Sa'llyTLSr Stere ° " SWitCh6d t0 the S ° UrCe th3t thG Mirade is ho ° ked to 
I don't see much of a selection of pieces in the practice room. 

" chtces.^ SeC ° nd - t0 - ,aSt item ° n the «**» and you'll see another screen of 

I see a little Italian guy running around the screen stomping things. 

■ Insert your Miracle cartridge and press Reset. 
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Accidental 

Bar 
Bar Line 

Baroque 



Bass Clef 



Bass Line 



Bass Staff 



Beam 



Beat 




Broken Octaves 




Cembalo 



A note that appears in staff notation preceded 
by a sharp, flat or natural symbol. 

See Measure. 

The vertical line that separates measures in 
staff notation. 

A period of musical history which lasted from 
about 1600 through 1750. Notable composers 
of this period include Bach, Couperin, Handel, 
Pachelbel and Scarlatti. 

The symbol at the left edge of a staff that 
identifies it as a bass staff. Sometimes called 
an F-clef, because it indicates that the note on 
the fourth line of the staff is an F. 

The notes played on the bass staff. In piano, 
these are played with the left hand. 

A staff that begins with a bass clef, whose note 
pitches are normally associated with the male 
voice and low-pitched instruments. On the 
piano, it is associated with the left half of the 
keyboard. 

A thick line that connects the stems of two or 
more consecutive notes with durations lasting 
an eighth note or shorter. It is used to simplify 
notation and improve readability of rhythm 
information. 

A short interval of time, used to keep rhythm. 
Each measure of a piece is made up of a fixed 
number of these beats. When using a 
metronome, one click is usually associated with 
one beat. 

A musical pattern in which notes alternate 
back and forth between octaves. This pattern 
is normally found in the bass line. 

Harpsichord. 
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Chord 



Clef 



Coda 



Common Time 



Compound Time 
Signature 

Contrapuntal 



Contrary Motion 



Damper 



Damper Pedal 



Dotted Note 



Double-Note 
Duration 



I 
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Two or more keys pressed at the same time. 
Two-note chords are sometimes referred to as 
Double Notes. Chords are written as several 
note heads attached to one stem. 

A symbol that appears at the left of each staff- 
to md.cate what notes the lines and spaces of 
the staff represent. Two types are used in 
piano notation: treble clef and bass clef. 

The finale of either a piece or major section of a 

rZu °f% gener /"y use a Pattern of notes or 
rhythms different from the rest of the piece in 
order to create an impression of finality. ' 

A time signature of four beats per measure 
where each beat is the duration of a quarter 
note. Also called 4/4 time. 

Time signatures in which the number of beats 
per measure can be evenly divided by 3. 

In counterpoint. The term refers to playing two 
or more entirely independent parts (melody 
line, bass line, etc. ) at the same time. 

A mu S i ca i pattern in which notes of rising 
pitches appear on one staff while notes of 
lowering pitches appear on the other staff. 

A felt-covered device that silences the vibration 
of a piano string when the corresponding kev 
on the keyboard is released. 

The right pedal on the piano. This pedal lifts 
all of the dampers, allowing the strings to 
v!brate freely.even after their corresponding 
keys are released. It is also called the loud 
pedal. 

A note that is played for one-and-a-half times 
its normal duration. 

A two-note chord. 

, T n h f h ani l Unt ° f timC 3 " 0te is P ,a y ed - in Nation 
to the other notes. 
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Eighth Note 



Eighth Note Rest 



Finger Independence 



Finger Number 



Fingering 



Flat 



Grand 



Half Note 



Half Note Rest 



Half Step 



Hand Position 



Imitative Piece 



Improvisation 






A note whose duration is one eighth that of a 
whole note. It appears in staff notation as a 
solid circle attached to a stem with a flag. 

A rest whose duration is equal to that of an 
eighth note. Also called an Eighth Rest. 

The ability to move each finger independently 
of the others. 

A number that appears near a note in staff 
notation to indicate which finger to use to play 
that note. 

The coordination of hand positions to play the 
notes of a piece smoothly. 

A note one half-step lower than the indicated 
note. 

A type of piano, characterized by a wing-shaped 
design. 

A note that is played for half of the duration of 
a whole note. In staff notation, it looks like 
hollowed-out circle with a stem. 

A rest that lasts for the same duration as a half 
note. It is also called a Half Rest 

The distance between two adjacent keys on the 
keyboard. 

A pattern of keys assigned to the fingers of the 
hand. 

A type of music in which one musician (or 
hand) plays a sequence of notes with a 
particular rhythmic pattern, and then the 
other musician (or hand) plays a sequence of 
equal length, using the same rhythmic pattern. 
In many cases, the sequences have identical 
melodies. 

The art of creating music without following a 
specific written or practiced routine. 
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Jazz 



Key Signature 



Lead Beats 



Ledger Lines 



Legato 



Length 
Loud Pedal 
Measure 



Melody 

Metronome 

Middle C 

Natural 
Octave 



StltlT T h3t devel °Ped in the United 
Stotes ln the early 1900's from elements of 

Blues and Ragt.me. Its style is often 

e^nst^^ *? lmg im P rovisa «°nal solos and 
extensive use of syncopation. 

aSSV^ beginn,ng of a staffthat 

Sou Z W 1 h ' Ch J"? es and ■«*» of the staff 
should be played sharp or flat. 

One measure's worth of beats, counted off 
before a P'ece starts for the purpose of setting 

ft h t ac t heH°t t n H tal , ,ineS , ab ° Ve ° r Mow the "taff, 
attached to the stem of a note. Used to indicate 

the s'taft n ° tes that fa " outside the «"*" 

A technique of playing fa wh i c h notes appear to 
How together smoothly. 

The duration of a note. 

See Damper Pedal. 

A group of notes, framed on the staff between 
verhcal bars called bar lines. Each measure ? n 
a p.ece has the same number of beats 
Normally, the first beat in a measure is 
accented. Also called a Bar. 

i^ene^l r th<?me ° f 3 ****■ In P ian ° ""res. 
't generally appears on the treble staff. 

s^onrT* *F£ makeS eVCnIy S P aced «<* 
sounds to help musicians maintain tempo. 

Sw ° th3t ' S *"* t0 «" ^ 
A note that is neither sharp nor flat. 

The closest distance between two different 
notes wuh the same lettter name. Including 
accdentals, this is a range of twelve notes 
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Oscillator 



Ostinato Rhythm 
Parallel Motion 



Piano 



Pianoforte 



Playing By Interval 



Player Piano 



Previous Accidental 
Rule 



Quarter Note 



Quarter Note Rest 



Ragtime 



Rest 
Rhythm 



An electronic wave form generator used in 
synthesizers to create sounds. 

A rhythmic pattern that repeats continuously. 

A musical pattern in which notes on both 
staves rise and fall in pitch at the same times. 

A keyboard instrument that uses a system of 
hammers and dampers to control the vibration 
of strings. 

The early name given to the piano (literally, 
"loud-soft"). 

A technique for reading music in which 
distances between notes on the stafFare 
associated with distances between keys on the 
keyboard. 

A type of piano invented in the late 19th 
century that required no performer. 

A special case to the normal rules of staff 
notation. When an accidental appears in a 
measure, the accidental remains in effect for 
future occurances of that particular note, for 
the rest of the measure. 

A note that is played for one quarter the 
duration of a whole note. In staff notation it 
appears as a solid black circle with a stem. 

A rest that lasts for the same duration as a 
quarter note. Also called a Quarter Rest. 

A style of piano music that first appeared in 
the late 1800's. Pieces are highly syncopated, 
favor fast tempos and a more staccato flow. 

A moment of silence in music. 

The relationship between faster and slower 
notes. 
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Romantacism 



Russian School 



Sequence 



Sharp 



Sight Read 



Sixteenth Note 



Sixteenth Note Rest 



Soft Pedal 



Sostenuto 
Soundboard 



Splayed-out 
Staccato 



Staff 



School of composing and playing with emphasis 
on subjective interpretation, emotional 
qualities and freedom of form. 

A style of piano begun by Russian composer 
Anton Rubinstein that emphasizes fiery 
performances and virtuosity. 

A pattern of notes and rhythm that repeats 
three or more times with each repetition 
beginning one note higher or lower than the 
previous one. 

The note one half step higher than the 
indicated note. 

To play a new piece without first studying or 
practicing it. 

A note played for one sixteenth the duration of 
a whole note. In staff notation it appears as a 
solid black circle with a stem possessing two 
flags. 

A rest that has the same duration as a 
sixteenth note. Also called a Sixteenth Rest. 

The left pedal on the piano. When pressed, the 
piano puts out less volume. 

See Sustain Pedal. 

The wooden surface over which the strings of a 
piano are stretched. The sound of the vibrating 
strings resonate off the soundboard. 

Stretched. 

A style of playing in which notes are crisp and 
separate. 

A set of f\ve t evenly-spaced horizontal lines. 
Each line represents a different note. Each 
space between the lines also represent a note. 
The space above and below the staff can also 
represent notes; see Ledger Line. 
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Glossary 



Staff Notation 
Stretches 



Sustain Pedal 



Syncopation 



Synthesizer 



Tapping 



Tempo 
Theme 

Third 

Thumb Under 



Tie 



Time Signature 



The written form of music. 

Hand positions that require stretching your 
Fingers to reach the notes. 

The middle pedal on a piano. This pedal 
sustains the sound of a note being played (and 
only that note) beyond the time when the finger 
is lifted from the key. 

A style of rhythm in which accented notes 
appear between beats, rather than on them. 

A musical instrument, usually having a 
keyboard, that can electronically create a wide 
variety of sounds. 

A method of learning rhythm in which the 
pianist plays a single note on the keyboard in 
time with the rhythm of a piece of music. 

The overall speed that a piece is played. 

The main melody of a piece, and that for which 
the piece is known and recognized. 

The distance between two lines or two spaces 
on the staff. 

A fingering technique that involves moving the 
thumb to a key that rests under the fingers, 
before moving the fingers. 

A curved line that connects two or more notes 
of equal pitch. Such notes are played as a 
single note, lasting for the duration of all the 
tied notes combined. 

The numbers that appear at the left of the first 
measure of a piece, indicating the number of 
beats per measure (upper number) and the 
note duration to which a beat is equal (lower 
number). 
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Treble Clef 



Treble Staff 



Triplet 



Una Corda 
Upright 

Variation 
Whole Note 






Whole Note Rest 



The symbol at the left edge of a staff that 

zclf^ 3S 3 treble Staff " Some times called 
a G-clef, because it mdicates that the note on 

the second line of the staff is a G. 

A staff that begins with a treble clef, whose 
note pitches are normally associated with the 
female voice and high-pitched instruments. On 

tt keyboard' 8 ""*«* "* *' ** ^ 

Three notes played in the same time it would 
normally take to play two. They appear in 

ratrth:Li ofbeamednoteswith --'' 

See Soft Pedal. 

A type of piano whose strings are mounted 
vertically, thus requiring little floor space. 

A modified variation of a basic theme. 

A note whose duration is four times that of a 
quarter note. The actual duration is 

nofe!T ned £ V ^ temp ° ° f the P iece - Th *se 

no tein r ° ngeS l dUrati ° n ° f ™y n °™«l 

note in piano music. In staff notation, they 

appear as a hollow circle with no stem. 

A rest that has the same duration as a whole 
note. Also called a Whole Rest. 
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on the bass stafT, 67-68 
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with key signatures, 75 
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Albrechtsberger, Johann Georg, 152 
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audio jacks, 163 

Babcock, Alpheus, 152 

Bach, Johann Christian, 150 

Bach, Johann Christoph, 102 

Bach, Johann Sebastian, 40, 148 

Bannister, John, 148 

bar lines, 73 

Baroque music, 102 

bars, 73 

bass clefs, 47, 63 

bass lines, 63 

chromatic, 130 

walking, 112 
bass staff, 63-66 

accidentals, 67-68 

ledger lines, 81-84 

notes on the lines, 63 

notes on the spaces, 64 
beamed notes, 101 
beats, 28 

dividing, 39 

lead, 29 
beats per measure, 73 
Beethoven, Ludwig van, 28, 152 
Beethoven, Ludwig Von, 29 
Bizet, Georges, 139 
black keys, 35-38 



Blues, 112 

breaking pieces into smaller sections, 75 

Britton, Thomas, 148 

Broadwood, John, 150 

broken octaves, 123 

Bull Frog, 82 

Canon in D, 102 

canons, 102 

Carlos, Walter, 155 

Carmen, 139 

cartridge, Miracle, 5 

cast iron piano frames, 152 

Chalkboard screens, 12 

changing hand positions, 115 

Channel U a 112 

child text, 11 

Chimp, 90 

choosing a Section, 11 

Chopin, Frederic. 152 

Chopsticks, 92, 95-96 

chords, 82 

three note, 113 
chromatic bass lines, 130 
classes, piano, 144 
clavichord, 147 
clefs, 47 

bass, 63 

treble, 47 
codas, 95 

combining pitch and rhythm, 61 
common time, 92 
compound time signatures, 134 
connecting 

foot pedal, 163 

keyboard to a stereo, 163 

NES to the keyboard, 4 
contrapuntal music, 102 
contrary motion, 89 
coordinating two hands, 115 
counting in thirds, 81 
Couperin, Francois, 102 
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course length, 1 

Cristofori, Bartolommeo, 148 

Damper pedal, 125 
using, 126 

Demonstrate the Piece, 7, 24 
demonstration mode, 24 ' 

different hand positions, 51-52 
dividing 

beats, 39 

pieces, 75 
dotted notes. 111 
double notes, 82 
double whole notes, 97 
duck game, 17 
duration of notes, 40, 57 

eighth notes, 40 
notation, 101 
eighth rests, 105 
Eighty Eight, 65 
electric pianos, 155 
Erard, Sebastien, 150 

exercises for finger indepedence, 120 
experienced players, 9 
expressive melodies, 129 

F clef, 63 
finger 

busters, 120 

independence, 119 
numbers, 15, 26 
fingers 

how to position, 26 
Flashcards, 21 
fiats, 36 

as accidentals, 53 

notation, 53 

on the bass staff, 67 

on the treble staff, 53 

Paying, 67 
foot pedal, 125-128 

connection of, 163 
ForDenise, 61 
For Jessica , 68 






For Sue, 52 
Frightnight, 106 

game controller, 4 

getting the mosi from the Miracle, 7-10 
wnas Lament, 75 
Grand pianos, 154 

gravicembalo col piano e forte, 148 
Oreensleeues, 126 

habaneras, 139 
The Habenera, 139 
Hale, Sarah Josepha, 32 
half notes, 92 
half rest, 98 
half steps, 35 

Hammerstein II, Oscar, 129 
hand positions 

changing, 115 

playing in different, 51-52 

strategies for changing 51 

keysT? 8 ^ 10118 ^^ b,3Ck 3nd white 

Handel, Frederick, 102 
hands 

ready position, 26 
harpsichords, 147 
Hart, Lorenz, 129 

history of the piano, 147-158 
Hound Dog, 121 

hydraulos, 147 

imitating rhythms, 85-86 
imitative music, 85, 87-88 
instrument sounds 

list of, 165 

selecting, 164 
interval 

playing by, 64 

reading by, 78 

Jazz, 112, 145, 154 

Jesu Joy of Man's Desiring, 40 
Jingle Bells, 37 
John, Elton, 106 













key signatures, 69-72 

effect on accidentals, 75 

effect on octaves, 75 
keyboard 

about the, 10, 163 

connecting to MIDI devices, 168 

connecting to NES, 4 

locating, 3 

splitting, 167 

La Bamba, 137 
Language of Music, 32 
lead beats, 29 
ledger lines 

on the bass staff, 81-84 

on the treble staff, 77-80 
left hand, playing with, 37 
legato, 113 

length of the course, 1 
lengths of notes, 57 
Lessons 

jumping to the last, 13 

jumping to the next, 13 
Lewis, Jerry Lee, 106 
Library Select Mode, 165 
lines, 43 

on the bass staff, 63 

on the treble staff, 48 
listening to music 

from the course, 13 

general, 145 
Liszt, Franz, 152 
locating the keyboard, 3 
loud pedal, 125 

measures, 73 

melodies, expressive, 129 

melody, 63 

menus 

Chalkboard Options, 13 

Practice Room, 22 

Welcome Screen, 11 
metronome, 28 

adjusting the volume, 30 
Middle C, 25 



MIDI 

connecting to, 168 

history of, 156 

Implementation Chart, 172 

technical data, 168 
Miracle 

about the keyboard, 10 

cartridge, 5 

course length, 1 

getting the most from, 7-10 

location for setting up, 3 

note to experienced players, 9 

note to parents, 8 

note to teachers, 8 

package contents, 2 

using, 11-24 
Miracle Equation, 61-62, 87 
Miracle keyboard 

about the, 163 

connecting to a stereo, 163 

connecting to MIDI devices, 168 

splitting, 167 
Miracle Port, 4 
Moog, Robert, 155 

Mozart, Wolfgang Amadeus, 109, 150 
multiple hand positions, 51-52 
music 

Latin, 137 

listening to, 145 
My Funny Valentine, 129 

naturals, 70 

NES game controller, 4 

using with Activities, 14 
Northwood, 49 
notation, 20, 43, 73-76 

accidentals, 53 

dotted notes, 111 

eighth notes, 101 

ledger lines, 77-84 

previous accidental rule, 74 

quarter notes, 44 

sharps and flats, 53 

sixteenth notes, 123 

ties, 111 






185 



■ 




triplets, 119 
whole notes, 97 

note names, 15 

notes 

beamed, 101 
dotted. 111 
double whole, 97 
duration, 40, 57 
eighth, 40 
half, 92 

on bass staff, 63 
on treble staff, 47-50 
quarter, 40 
repeated, 133 

sixteenth, 40, 57, 123 
tied, 111 

whole, 97 

octaves, 74 
broken, 123 

playing in multiple, 106 
Ode to Joy, 29 
Old MacDonatd, 37 
On/Off switch, 4 
Oops screens, 12 
options menu, 13 
organs, 147 

ostinato rhythms, 58 

Pachelbel, Johann, 102 

package contents, 2 

parallel motion, 89 

parents and the Miracle, 8 

patches 
list of, 166 
selecting, 164 

patterns, 52, 114 

pedal, connecting the, 163 

pedalling, 125-128 

pedals, 125 

penny test, 28 

piano 

electric, 155 
history of, 147-158 
lessons, 144 
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teachers, 144 
pianoforte, 148 
Pitch Practice, 16 
pitch, combining with rhythm, 61 
places to set up the keyboard, 3 
player pianos, 154 
playing 

broken octaves, 123 
by interval, 64 
chords, 113 

expressive melodies, 129 
imitative pieces, 85, 87-88 
in contrary motion, 89 
in multiple octaves, 106 
in parallel motion, 89 

in 2/4 time, 109-110 
legato, 113 

on black and white keys, 67 

repeated notes, 133 

rests, 105 
staccato, 113 
triplets, 119 

with both hands, 89-90, 115 
with finger independence, 119 
with the left hand, 37 
with weaker fingers, 68 
playing styles, 113-114 

positions, hand, 51-52 
power 

connector, 4 

switch, 4 
Practice Notes, 24 
Practice Pitches, 8 
Practice Rhythms, 7, 24 
Practice Room, 7, 22 

entering, 13 

Select a Piece menu, 22 

selecting hands, 23 
practicing, 7 

pitches, 16 
rhythms, 18 
presets 

list of, 165 
selecting, 164 
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Presley, Elvis, 121 
previous accidental rule, 74 

quarter notes, 40 

duration, 57 

in staff notation, 44 
quarter rests, 58, 95 
question and answer screens, 21 
quiz cards, 21 

Ragtime. 112, 154 
reaches 

technique for, 103 
reading by interval, 78 
ready position, 26 
repeated notes, 133 
rests, 58 

eighth note, 105 

half note, 98 

playing, 105 

quarter note, 58, 95 

sixteenth note, 139 

whole note, 98 
rhythm, 39-42, 57-60 

combining with pitch, 61 

imitating, 85-86 

ostinato, 58 

time signatures, 92 
Rhythm Practice, 18 
Roboman, 7, 19, 24 
Rock & Roll. 106, 145 
Rodgers, Richard, 129 
Rosebud, 78 
Rubinstein, Anton, 152 
Russian school, 152 

sampling, 156 
Scarlatti. Domenico, 102 
screen types, 11-24 

Chalkboard, 12 

Oops, 12 

options menu, 13 
Sections, selecting, 11 
selecting 

groups of presets, 164 

patches, 164 



Sections, 11 
sequencers, 156 
sequences, 98 
setup 

connecting the keyboard, 4 

location for keyboard, 3 

sharps, 35 

as accidentals, 53 

notation, 53 

on the bass staff, 67 

on the treble stafT, 53 

playing, 67 
Sharps 'N Flats, 55 
Sheet Music, 20 
Shooting Gallery, 8, 17, 24 
sight reading, 116 
Silbermann, Gottfried, 149 
sixteenth notes, 40, 57, 123 

duration, 57 
sixteenth rests, 139 
soft pedal, 125 
software, using the, 11-24 
Solo Performance, 23 
Sostenuto pedal, 125 
sound sampling, 156 
Space Cadet, 98 
spaces, 43 

on the bass staff, 64 

on the treble staff, 48 
speeds of notes, 40 
Spinnetti, Giovanni. 147 
splayed-out fingers, playing with, 67 
splitting the keyboard, 167 
staccato, 113 
staff, 43-46 

bass, 63-66 

inventor of, 43 

reading, 44 

treble, 47 
staiT notation, 20, 43, 73-76 

dotted notes, 111 

eighth notes, 101 

ledger lines, 77-84 

previous accidental rule, 74 
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quarter notes, 44 
sharps and flats, 53 

sixteenth notes, 123 
ties. 111 

triplets, 119 

whole notes, 97 
Star Wars, 134 
steady quarters, 16 
Steinway & Sons, 153 

Steinweg, Heinrich, 153 
steps, 35 

stereo connections, 163 
strategies 

for practice, 7-10 
stretches, 53, 67 

technique for, 103 
sustain pedal, 125 
syncopation, 112 
synthesizer, 155 

tapping, 40 

teachers and the Miracle, 8 
teachers, piano, 144 
Technotron, 123 
tempo, 28 
theme, 102 
theory, music, 144 
classes in, 145 
thirds, 78 

counting in, 81 
three note chords, 113 
thumb unders, 54 
ties, 111 

time signatures, 91-94 
common time, 92 

compound, 134 
naming, 91 
Toccata, 113 

Toolworks Orchestra 23 
Top Ten, 70 
touch, 113 
transitions 

between black and white keys 67 
hand position, 51-52 
treble clefs, 47 



treble stafT, 47-50 
ledger lines, 77-80 
notes on lines, 48 
notes on the spaces, 48 
triplets, 119-120 

tinkle. Twinkle Little Star 109 
2/4 Time, 109-110 

two-handed playing, 89-90, 115 

Una Corda pedal, 125 
Upright pianos, 154 

using the Practice Room, 7 
using the software, 11-24 

Valens, Ritchie, 137 

walking bass lines, 112 

weaker fingers, playing with, 68 

Welcome Screen, 11 
jumping to, 13 

white keys, 31-34 
whole notes, 97 
whole rests, 98 
whole steps, 35 
Williams, John, 134 
The Worms Crawl In, 38 
Wurlitzer Company, 155 
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WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV. 

Do not use a front or rear projection television with your Nintendo 
Entertainment System® ("NES") and this video game. Your projection television 
screen may be permanently damaged if video games with stationary scenes or 
patterns are played on it. Similar damage may occur if you place a video game on 
hold or pause. If you use your projection television with this video game, neither 
Software Toolworks, Inc. or Nintendo of America Inc. will be liable for any 
damage. This situation is not caused by a defect in the NES or The Miracle Piano 
Teaching System; other fixed or repetitive images may cause similar damage to a 
projection television. Please contact your TV manufacturer for further 
information. 



CAUTION: 

Insert or remove the Miracle cartridge from your NES only when the power is 
OFF. Inserting or removing the cartridge while the power is on can cause 
permanent damage to the cartridge. 



FCC NOTICE: 

This equipment has been tested and found to comply with the limits for a Class 
B digital device, pursuant to Part 15 of the FCC Rules. These limits are 
designed to provide reasonable protection against harmful interference in a 
residential installation. This equipment generates, uses and can radiate radio 
frequency energy and, if not installed and used in accordance with the 
instructions may cause harmful interference to radio communications. However, 
there is no guarantee that interference will not occur in a particular installation. 
If this equipment does cause harmful interference to radio or television 
reception, which can be determined by turning the equipment off and on, the 
user is encouraged to try to correct the interference by one or more of the 
following measures: 

■ Reorient or relocate the receiving antenna. 

■ Increase the separation between the equipment and receiver. 

■ Connect the equipment into an outlet on a circuit different from that to 
which the receiver is connected. 

■ Consult the dealer or an experienced radio/TV technician for help. 
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